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WHY-FI? 


Wi-Fi isn’t a big deal. It’s mainstream 

. technology. But the way Nintendo is 
using Wi-Fi to make the best-connected 
multiplayer gaming experiences ever is 
a huge deal. Never before have so 
many millions of gamers had easy access to great 
multiplayer gaming experiences, and the Nintendo 
DS Wi-Fi games, services and features you'll learn 
about in this issue are just the beginning; Nintendo 
Revolution will connect gamers in the same way. 
While you've been going about your business, your 
tireless NP staff members have been helping test 
the Nintendo Wi-Fi Connection by kart-racing 
against players in Japan and Europe, competing 
with Vicarious Visions’ Tony Hawk development 
team head-to-head and rampaging through each 
other’s villages in Animal Crossing. What we’ve 
learned is that the Nintendo Wi-Fi Connection is 
about forming a community of gamers. Whereas 
once we played alone or with a few select buddies, 
we can now challenge the world, meet new people, 
make new friends and kick new butts. And unlike 
the other guys, Nintendo isn’t going to bleed your 
bank account every month just so you can experi- 
ence what you already paid for when you bought 
the game. The rules have changed, and Nintendo 
Power has the full story, with insights about the 
Nintendo Wi-Fi Connection, strategies to maximize 
your winning potential in Mario Kart DS and Tony 
Hawk's American Sk8land and an in-depth look at 
the community-in-the-making called Animal Cross- 
ing: Wild World. We’ve even included a tear-out 
easy-setup guide. The next time you're in a Wi-Fi- 
connected McDonald’s chowing down between 
rounds of Kart, grab extra napkins to keep your 
DS’s touch screen clean. 
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RPG FAQ 
| have two pressing ques- 
tions that all of us die-hard 
RPG gamers have been won- 
dering about for years. 1) Will 
there ever be a sequel to Skies of 
Arcadia? 2) For the love of all that is 
good, where is our remake of Final 
Fantasy VI (and not that PSX mon- 
strosity)? It has been 10 long years! 
Griffon M. 
via the Internet 


Never say never, but given the under- 
whelming sales of the first one, a Skies of 
Arcadia sequel seems unlikely. Which is 
too bad: Skies is one of the most underrat- 
ed RPGs of this generation. We've got bet- 
ter news regarding your second question. 
Following the announcement of Final 
Fantasy 1V for the GBA, Square Enix recent- 
ly revealed that parts V and VI would be 
heading to the handheld as well. No word 
yet on a North American release, but we'll 
eat our hats if both games don’t make it 
here eventually. 


WE DEAL IN BULK 
| have finally decided to admit t like the 
new magazine. At first, | was extremely 
disappointed that you got rid of my 
beloved Power On. But after reading 
the last few editions of Pulse, you have 
convinced me to renew my subscription 
with your priceless humor. 
Boaz N. 
via the internet 


No, Walker, Texas Ranger is priceless. At 
$20 a year, our humor is actually quite 

cheap. That equates to about $0.25 per 
joke. 


WHAT COULD BE MORE 
PRODUCTIVE? 
I recently purchased a Nintendo DS and 
| absolutely adore it. But my mom has 
other views. As a punishment nowa- 
days, she has started taking it away 
from me when | should be doing “more 
productive things.” | was wondering if 
you guys could help, 
John M. 
via the Internet 


Try to get your honds on o copy of 
Nintendogs, then next time she takes your 


OS away from you, ask her, “Why do you 
hate puppies?” If that doesn't do the trick, 
show her this month’s Brain Age preview 
on page 30. 


BLAST PROCESSING 
ireally like everything Nintendo has 
done with the Revolution, but | was 
wondering, is it going to be made of 
bulletproof material? I've been slightly 
disappointed to see that no other 
Nintendo console has been able to sur- 
vive a close-range shotgun blast. 
Pat E. 
via the Internet 


We've received countless letters relating ta 
how durable Nintendo hardware hos 
been, but Pat here evidently has higher 
standards, To the best of our knowledge, 
the Revolution will not be bulletproof. 
Should some thug approach your console 
with a shotgun, however, you con always 
use the nunchaku-style controller to fight 
him off. 


COURT IS IN SESSION 
The other day, my friend had a Super 
Smash Bros, tournament. | made it to 
the final round and won, but the person 
| beat said that | cheated, Each time! 
killed him, | would corner him to the 
edge of the arena and knock him off. 
After that, he would try to jump back 
on, but | would wait at the edge and hit 
him off again, He called this “camping 
the edges,” and said it was cheating. | 
told him that | would e-mail Nintendo 
Power and get an expert’s opinion. 
Dastardly Glacien 
via the Internet 


Though not the most noble of tactics, we 
certainly wauldn’t consider that cheating. 
And frankly, he should have expected 
much worse from someone who goes by 
the name Dostordly. 


BE CAREFUL WHAT YOU 
WISH FOR 
Regarding your Top 200 Games of All 
Time articles, | would like to ask you to 
surprise us readers with a game that we 
would never expect to be #1. Don't give 
the top honor to a game we all expect to 
win. 
Chese S. 
via the Internet 


We don't wont to let the cat out of the 
bag, but let's just say quite a few mem- 
bers of the NP crew recognize the unparal- 
leted brilliance that was Iggy’s Reckin’ 
Balls. 


WI-FI WONDERINGS 
I was thinking about the Nintendo Wi-Fi 
Connection and wondering, what if 


(intend re-released some of the cur- 
rent DS titles with Wi-Fi compatibility? 
Personally, | think Wi-Fi Meteos would 
be awesome. What do you Buys think? 
RJ 
via the Internet 


As much as we‘ love to get our hands on 
@ Wi-Fi-enabled Meteos, we'd rather see 
Nintendo focus on implementing Wi-Fi 
play in upcoming titles. See this month's 
Writers’ Block on page105 for our Wi-Ft 
wish list. 


| don't have a DS yet, but | plan to get 
the Mario Kart bundle. I've got a ques- 
t'on about whether it will work with all 
Wi-Fi routers, My dad says you need a 
MAC address to get onto our house's 
w reless network. So does the DS have 
a MAC address? | hope so, ‘cuz! don't 
want to go to a coffee shop just to play 
Mario Kart or Animal Crossing. 
Roy5l 
via the Internet 


The DS does indeed have a MAC address 
ond will work with most wireless routers. 
Check out nintendowift.com for more 
information 


(have a question about the Nintendo 
WI-FI Connection. If you're playing a 
game, let’s say Mario Kart DS, and 
someone decides not to play any more 
and turns off his or her DS, what hap- 
pens? 
Ben 
va the Internet 


tt may vary from game to game, but in 
Mario Kart 0S the race will continue with 
the remaining players, That said, leaving 
in the middle of a Wi-Fi session is just poor 
form. Hopefully most people will be good 
sports and stay in the game ‘til the end. 


MOONSHINE 
(just want to know what goes through 
the heads of the ESRB members when 


Five minutes lat 
drove his tractor into 
the lake. 


> LETTER OF THE MONTH 


I know a lot of people (including myself) were 
bummed out when Twilight Princess was delayed. 
But | just realized something. Many of us have long 
complained that ail of the big releases come out at 
the same time near the holidays, draining our wal- 


lets and leaving us with few new games in the first 
half of the year. Well, | know there are certainly 
plenty of other games | want to pick up this 
November and December that should keep me 
occupied well into next year. And by the time I'm 
looking for something new—boom—here comes 
Zelda. | just wish more publishers would do a bet- 
ter job of spreading out their big releases. 


Robert N. 
via the Internet 


Good point, Robert. What’s more, maybe the lack of the 
800-pound Zelda gorilla will cause more gamers to pick up 
some of this year’s less-hyped titles—gems like Battalion 
Wars, Trauma Center: Under the Knife and Gunstar Super 


Heroes. 


they rate games. For example, the rat- 
Ing for Harvest Moon: A Wonderful Life 
includes the “Alcohol Reference” 
descriptor. Alcohol? | have never once 
seen a reference to an alcoholic bever 
age in that game. 
Rayy M 
via the Internet 


The ESRB receives exhaustive materials 
from publishers regarding anything that 
might affect o title's rating. As a result, 
there may be descriptors for things that 
some players may never see 


OLD MAN 

Thanks for making me feel old, 
Nintendo Power! | used to fili out the 
contest forms [in the magazine] without 


fail every month, and | remember cir- 
Cling the various age categories at the 
time, Well, now when | look at it, the 
only one left for me to circle is “25 or 
older.” It might as well say, “Circle here, 
Grandpa!” 
Matt K. 
via the Internet 


We know how you feel, Matt. But look on 
the bright side—that senior citizen's dis- 
count 1s right around the corner. 


QUICK AND DIRTY 
Yo, homies at NP! love you guys (as 
friends). 
sirlittledude 
via the Internet 


Only as friends? And here we thought our 
relationship went much deeper than thet. 


Hey, Nintendo Power! How many video 
games have you putted in your maga- 
zines? 
Chuck B. 
via the Internet 


None of us are big golfers. Besides, video 
games don’t roll very well on the greens. 


I lost my Meteos game. Who do | sue? 
Gray 
via the Internet 


Yourself. We know @ good lawyer if you 
need one. 


This controversy has been raging for 
ages, so | decided to get your opinion to 
put an end to It all. Who is more awe- 
some: pirates or ninjas? 
Evan G. 
via the internet 


Chuck Norns. 


MISSION ACCOMPLISHED 
thave been a Nintendo fan since ! was 
10 years ald (I’m 27 now). A few years 
ago, | stumbled upon an old Pac-Land 
arcade machine that was no longer 
working. | gutted the cabinet, installed 
a new TV set and built shelves inside 
to hold my four Nintendo consoles, 
Then | proceeded to create the art- 
work shown here using nothing but 
ceramic and mirror tiles. Needless to 
Say, It took a huge chunk of time to 
complete. The Metroid alone consists 
of over 500 individual pieces, all of 
which were cut by hand. Hopefully this 
will solidify my position as a hard-core 
Nintendo fanatic, 


Derek W, 
via the Internet 


GOOD TO BE BAD 

lam angry that there isn’t a single 
game starring a villain like Ganondorf, 
Bowser, Dr. Egeman, etc. I'm sure a 
game starring one of these villians 
would get tons of fans excited. Can't 
Nintendo just make a Zelda game where 
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Link is the final boss and you have to 
face him as the sinister Ganondorf? | 
always love the bad dudes more than 
the good. 


JarvismasterS000 
via the internet 


Yeoh, we've always thought a Genondorf 
game that explores the villain’s origins 
could be quite cool. Maybe someday. For 
now, Shadow the Hedgehog should satisfy 
your dark side. Sonicteam’s latest lets you 
be as bad as you wanna be. 


1S THAT REALLY AN 
EITHER/OR PROPOSITION? 
Do you guys just sit around reading 
thesauruses like me, or do you travel 
in time? 


Cat Lions 
via the Internet 


if you really sat around reading the the- 
sourus, you would have asked if we 
“embark on chronological excursions,” 
Maybe you should focus more on time 
travel so you can go back and correct your 
shameful omussion of flowery synonyms, 


DS GETS CIVILIZED? 

I realty like the DS, but | was wondering 
if Sid Meier is planning to release 
Civilization for the system. | love the 
franchise, and | think a Civ for DS would 
be really cool. You could use the touch 
screen to move your units instead of a 
mouse. Maybe you could even play Wi- 
Fi across the country! 


Zero 
via the Internet 


While there are no definitive plans yet, Sid 
Meter has stated that his company, Firaxis, 
is exploring OS development. If we hear 
anything more concrete, you can be sure 
we'll jump all over it. 


PLEASE WRITE Us: 


pulse@nintendopower.com 
Or via carrier pigeon at: 


Nintendo Power 
PO Box 97033 
Redmond, WA 98073-9733 
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THAT’S NOT NICE 
This is just a question, but why do you 
Guys at NP love Zelda games so much? 
in my opinion, {they] suck very badly 
Please be open to the thought that Zelda 
games suck a lot of the time 
vyotly 
va the Internet 


Unless you're talking about the CO-+ 
games, please be open to the thought 
that you suck @ Jot of the time. 


AGE-OLD QUESTION 
How old 1s Mario? Not the number of 
years his games have been around, but 
Mario as a character. 
Dylan R. 
via the Internet 


Much Itke Dick Clark and thet kid from 
Webster, Mario is ageless. Unlike Dick 
Clark, however, he doesn’t have to feed 
off the souls of babies to preserve his 
ummortality 


MOTHER RUSSIA 
My name ts Yuri and I’m sending this 
because I'm sick and tired of games like 
Splinter Cell and Hitman 2. What do! 
mean? J’m [talking about] all of the 
bashing those games do against the 
people of Russia. They always portray 
us as the bad guys, and the last boss is 
always some Russian crime boss. 
Yuri S. 
via the internet 


We hear ya, Yuri. if t's ony consolation, we 
would never do anything to perpetuate the 
“evil Russian” stereotype 


SEPARATED AT BIRTH? 
Have you noticed that Marshal Nova 
from Battalion Wars looks just like 
Ivan Drago fram Rocky !V? 
Rob M, 
via the Internet 


Now that you mention it. . . 


SWEET SORROW 

| found a Castlevania: Dawn of Sorrow 
Easter egg? If you begin a new game 
with Aria of Sorrow in the DS's GBA siot, 
you'll start with the Rare Ring! 


Jared S. 
wa the Internet 


SAGELY WISDOM 
(noticed that in the last few pages of 
the magazine you always print sage 
reviews. It says that these “sages” are 
“put through the wringer (so to speak)” 
in order to have such an honor 
bestowed upon them. | was wondering 
exactly what | have to do to become a 
sage; | want to see if | have what it 
takes. 
Chad 
via the Internet 


Sages are chosen from members af the 
matendo.com community who have been 
active participants on the Nsider forums 
for at feast three months. Once you've 
been selected, you must also pass a writ- 
ing test. 

Oh, and it helps if you're a pirate, a 
ntnya or a Russian mob bass. 


“t must break you.” 
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“By honing my competitive edge with Magic: The Gathering®, 
| was able to rise to the top of my profession — 
the profession of getting stinking rich.*" 


-Vince Powdo, Geek Billionaire 


In 1994, the Magic: The Gathering® trading card game showed 
gamers how to play big with a staggering portfolio of deadly 
creatures, evolving strategies and massive prize support. 

Today, many of those early players are dominating the world. 
Grab a rung on this express ladder to global excess. 


Change your lifestyle for the better. 


Play Magic: The Gathering’ 


*Complete Fabrication. Play Magic at playmagic.com 


© 2005 Wizards 
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Go to nintendo.com to vote for 
your most-wanted games and 
let your voice be heard! 
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We've run out of things to say 
In this space, so we're going to 
start printing simple recipes 
next month. 
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As any die-hard RPG fan can 
tell you, it doesn't get much 
better than Final Fantasy IV, 
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The World Series might-have gone 
much differently ifthe Astros had 
Bowser-playing right field. 
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IN STYLUS FOR NEXT SEASON? 


DUAL SCREAM FOR EVIL 


SWEET, SWEET MANA 


Touching 2006 


Thanks to a sudden announcement of DS titles slated for Japanese release 
in ‘06, North American gamers get a look at what may be coming our way. 


Will Tingle’s unexpected RPG touch 
down anywhere but Japan? In early 
October, Nintendo unveiled many 0S 
games due in ‘06, which raised the 
question of which ones would land in 
North America, We can only hope that 


Mario Basket 3-on-3 


heavy hitters like Mario's upcoming 


basxetball game will be join 
sequels to series that we ha’ 
here yet, such as the RPG M. 


ed by 
ven't seen 
jagical 


Vacation, which developer Srownie 
Achanting 


Brown Is likely to mal 


After dominating one sport after the next on the GCN and GBA, Mario will 
bring his trademark wild style to basketball on the Nintendo DS. 


an experience on the DS as it was on 
the GBA. Nintendo unveiled many of 
‘ts own games (see the following 
sneak peeks, all with temporary titles, 
of course), and several other publish- 
ers revealed a flood of genre-span- 


Katia Wario Gineges 


ning titles planned for next year. 
Among the brightest, and already 
slated for North America, are two 
from Square Enix, which provided new 
details on its Mana DS game (see page 
22), plus the major news that Final 
Fantasy III will not be a 2-D port but a 
full 3-0 reimagination, We're hoping 
some of the games will make their 
North American debut at next year’s 
E3. Stay tuned! —Steven G, 


Wario usually has the corner on the weird market, and a glimpse of his “mys- 
tic thief” game confirms that he’s doing the DS his own way. But the Tingle 


RPG may give Wario a run for his money. 


ASH (ARCHAIC SEALED HEAT): Final Fantasy father 
Hironobu Sakaguchi let a new detail slip about his 


Mistwalker studio's 


PG sim: It'll be built on pret 


dered 3-D visuals that appear to be beyond compare. 
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Magical Vacation 


i @ & 
The sequel to one of the most 
dazzling GBA games, the magic- 


student RPG released only in Japan, 
may win the same rep on the DS. 


Custom Robo DS 


Very popular in Japan, the series 
that lets warmongers customize 
tobos then wage war in holosse- 
ums will soon be conquering the 
Nintendo DS. 


TF, ate 


One of the most anticipated titles 
for the DS is finally pinned down for 


: Nintendo's starfish hero has been gaining a following in Japan since 2002 
an ‘06 release in Japan. 


with a new GBA platformer each year. Where will the little star go on the DS? 


Oetect Hacker 


Puzzloop DS 


Huo MME? 


t-¥ 7 | 
%—-RXS 
BRRRK 


Actually due just before the end of 
‘05, Game Fortune Bag plans to 
stuff a stunning number of board 
games, card games and other 
diversions onto one game card. 


With legal-eagle series Phoenix 
Wright turning heads, will 
Nintendo’s own upcoming 2-D 
adventure thriller find its way to 
North America? 


The potential for puzzle titles on 
the DS is gigantic. Joining 
Nintendo's previously announced 
Touch Panic is an entirely different 
fooping-action game, Puzzloop DS. 


Anniversary Gift 


Celebrate the 20th anniversary of Nintendo consoles in North 
America with a limited edition of the stylish Game Boy Micro. 


If you’ve been holding off on getting 
a Game Boy Micro, mark November 
28 on your calendar—that'’s the launch 
date for the Special 20th Anniversary 
Edition Game Boy Micro, which cele- 
brates the two decades since 
Nintendo hame video game consoles 
were first released in the US and 
Canada. Modeled after the controller 
for the 8-bit Famicom system the 
Japanese equivalent of the Nintendo 
Entertainment System, or NES—the 


limited-edition Micro features | 
a classic red-and-gold face- 
plate design. Additionally, 
the commemorative Micro 
comes with a coupon for $10 
off of any Nintendo-pub- € 
lished Game Boy Advance 
game—perfect for retro-appeal titles 
like Dr. Mario & Puzzie League or Final 
Fantasy IV Advance. The Special 20th 
Anniversary Edition Micro 1s priced at 
$99.99 (MSRP). —Curis H. 


The red-and-gold pattern re- 
creates the look of a vintage 
Famicom controller. 
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| e 
Knight Moves 


Mage Knight fans can finally reclaim their tables this 
spring when the collectible-miniatures game comes to the DS. 


Strategy RPGs have been something 
of a rarity on the DS thus far, but 
Namco and developer 8ig Blue Bubble 
will try to fill that void with Mage 
Knight: Destiny’s Saldier. Based on the 
same combat system and rules as its 
tabletop counterpart, the game lets 
you build a custom army with over 90 
different units. In the story-driven sin- 
gle-player mode, you'll recruit new 
forces by making the right choices on 
the battlefield and earning respect 
points. You can also trade characters 
with a friend before going head-to- 
head in a multipfayer skirmish (the 


game’s wireless mode supports up to 
four players). Each unit costs a differ- 
ent number of points to bring into 
battle, so much of the strategy comes 
from assembling the best army you 
can with the points you have. Once 
you've deployed your traops, you'll 
control everything via the touch 
screen, including rolling the dice. The 
Interface was still a bit clunky in our 
early play test, but if the developers 
can tighten things up, it should prave 
as easy and intuitive as moving the 
miniatures around on a table. 

—Steve T. 


Like any good fantasy universe, Mage Knight’s boasts a multitude of diverse 
races. Here we can see that they all have one thing in common: apprecia- 
tion of a nice tree. 


Lanisiudged you the fi 
wie inte: (al waite Bra 


The top screen serves many functions in Mage Knight. It shows a zoomed-out 
view of the map during battle, displays conversations between characters and 
offers comprehensive unit information when you're assembling your army. 


This Is Your Brain On... 


ITH THE NEWS that Nintendo’s brain-training DS smash is crossing over from 
W Japan in 2006, we couldn't resist testing Brain Age: Train Your Brain in 
Minutes a Day on ourselves. The theory put forth by professor Ryuta 
Kawashima is that quick mental exercises—like those in the game—help 
increase the flow of blood around the brain, a possible indicator of “brain 
age.” What kind of brain did we find in NP staffer Steven Grimm's crani- 


ing Beq Ausojsojo> e pue sayayni> 
ise uredg s,usWUD “g eMsuY 


Oh, multiple choice! Over 
the hill, middle-aged or 
spry as a spring chicken? 


um when he first submitted himself to Brain Age? Guess for yourself! 


*519}22|5 dN 3p JO 1Sa/ ayy 0} pasedwios sdippeq jeyuaw Buiop mou s,ay 
yim yn ye] pip 31 3Ng ‘asne> 
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WALK SOFTLY AND. 


Two fighters enter, one 
leaves in Naruto: Clash 
Ninja for the GCN. 


Ninjas Make Noise 


Manga and anime phenomenon Naruto is set to hit North American gamers 
hard in 2006 with four D3PA-published ninja-in-training titles. 


Dubbed by some as Hairy Potter with ninjas, Naruto 
is Masashi Kishimoto’s tale of three Ninja Academy 
classmates who strive to make names for them: 
selves in the greater ninja world, The comic has been 
big in Japan since its 1999 debut and has spun off 
into both an animated series and a fighting-game 
franchise. In an attempt to mirror that success in 
North America, Shonen Jump brought the comic to 
Its pages In 2002, the Cartoon Network placed the 
show in its Toonami block this year, and early next 
year the games will begin to arrive, along with toys 
and action figures. D3PA will publish the Nintendo: 
system titles, starting with Naruto: Clash of Ninja for 
the GCN and Naruto: Ninja Council for the GBA, both 
coming in March. 


Clash of Ninja, developed by 8ing (Zatch Bell!: 
Mamodo Battles) is a decept 
fighter that favors ease of play over complex com 
bos. Eight combatants, including Naruto Uzumaki, 
pals Sakura and Sasuke, and their teacher, Kakashi, 
build up Chakra energy. They use the energy to warp 
across the screen to keep from being cornered and 
to unleash special attacks, such as Naruto's Sexy 
Jutsu, which transforms him into an attractive 
woman temporarily (distracting his opponents), 
and Thousand Years of Pain (more comical than 
devastating). 

Clash of Ninja 2, a four-player fighter, is due in 
September for the GCN, along with an undetermined 
additional GBA title. —Grorce S. 


y simple one-on-one 


Developed by Arc System 
Works, makers of the 
Guilty Gear titles, 
Naruto: Ninja Council Is 2 
side-scrolling action title 
that’s heavy on fighting. 
The second GBA title 
may go in an entirely 
different direction. 


I'm Feeling 
You, Baby 


The DS Rumble Pak 
adds a sensory shake- 
up to Mario & Luigi 


Available with Metroid 
Prime Pinball, the 
Nintendo DS Rumble 
Pak, which fits into the 
handheld’s GBA slot, 
will be compatible with 
Mario & Luigi: Partners 
in Time. When the 
grounds shakes in the 
game, so will the DS. 


The Big News. In Short. 


EA's unexpected flight plan for Superman Returns: The Videogame may correct 
the DC hero's losing streak in gaming; the publisher has put its Tiburon studio on 
the project. Will the Madden-minded team score a win with the June ‘O6 movie 
tie-in?... Speaking of Electronic Arts’s franchise work, Steven Spielberg has 
signed a deal to collaborate with EA on three original franchise properties. What 


might the mind behind such flicks as Jaws, Saving Private Ryan and War of the Worlds 
do when he applies his vision to gaming? EA's Los Angeles studio will be the first 
to find out. ... Monkey see, monkey do, but monkey probably not throw poo: 
That's the charm of Curious George, who'll make mayhem on the Nintendo 
GameCube and Game Boy Advance when his movie swings into theaters in 

First Pac-Pix, then Pac ‘n Roll, now Pac-Man World 3: Namco's 
blowing out Pac-Man’s 25th anniversary with one more title, a DS version of its 


February... 


The Buzz Is 
in the Air 


recent platformer that’s due in December. ... Zi Corporation, a technology compa- 
ny that specializes in software interfaces, has licensed its Decuma handwriting- 


Electroplankton will recognition technology to Nintendo for use by DS developers. ... Square Enix has 
be available online reaffirmed plans to bring classic FINAL FANTASY games to light with the 

and in NYC on 1/9/06. announcement that it'll follow up the release of FFIV on the Game Boy Advance 
On January 9th with FEV and FFVI, also destined for the GBA. .. . —Steven G. 

Electroplankton will 

make waves with exctu- 

sive retail-store sales at = = = 

the Nintendo World 

Store in New York City. 

Fans will also be able to 

romalimaor on Urban Renewal 

from all major online 

retailers and at 


www.nintendo.com. 


EA Sports Bigs FIFA Street returns to the GCN this spring, 
promising more action, more style and more ways to win. 


Soccer fans will get to take it to the 
streets once again when EA Sports 


fancy footwork, along + 
with additional tide- 


ah 
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Big releases FIFA Street 2 on the 
Nintendo GameCube this spring. Like 
the other Street titles. this four-on- 
four arcade-style sports game isn’t 
just about winning-it’s about doing so 
with over-the-top style. FIFA Street 2 
introduces new upgrades to the for- 
mula, such as the Beat Battle system, 
in which two competitors face off and 
try to outperform each other with 


turning Gamebreaker 

shots and more-humil- 

tating Trick Stick moves, 

in which players use the 

C Stick and buttons in 
conjunction to disgrace 
opponents. New locales, such 

as the beaches of Brazil, are also 
featured. FIFA Street 2 is under 
development at EA Canada. —Cuais H. 


ay . — ne Cran 
Scared Wireless : 


After more than a month of speculation, it’s finally official-Capcom will 
release Resident Evil: Deadly Silence for Nintendo DS. 


Marking a decade of Resident Evil frights and 
fights, Deadly Silence will reprise the original RE. 
But don't think for a second you're getting the 
same game that debuted in 1996. 

The game has been completely rebuilt to take 
advantage of the unique features of the DS; it will 


include a persistent map and status meter on the “J ¥ 
upper screen. Deadly Silence also weaves in new a % | 
control methods to take advantage of the touch on 
Screen; for example, you'll use the stylus to slash 

with your knife, as well as shake off enemies that 

grab hold of you. Even the microphone will be used 3 » 
to solve puzzles, as well as to resuscitate other - 


characters. 

But what we're most excited for is the different 
multiplayer modes that Deadly Silence will offer. 
Up to four players can connect to play in ys, mode, 
where they compete to see how many zombies 
they can butcher, or in cooperative mode, where 
they work together to solve various puzzles. All of 
the multiplayer action takes place on a new man- 
sion map. Look for more news about Deadly 
Silence next month. —Curis S. 


Deadly Silence is true to the RE tradition of q 
funky camera angles and awesome graphics. 


He might not show it, 
but trust us~he’s 
excited tobe coming 4 
to the DS. . 


Just like in Resident Evil 4, your knife 
will always be at the ready. 


\ Spoiler alert! Wesker is not at alla 
nice man, 


with its winter 2006 Japanese 
launch looming, Seiken Densetsu DS: 
Children of Mana looks to be a stun- 
ner. Seiken Densetsu 2 for the Super 
Famicom was published for the Super 
NES by Square in 1993 as Secret of 
Mana, and a related title, Sword of 


Mana, was published by Nintendo in 
2003 for the GBA. Children of Mana 
has not been announced for North 
American rejease officially, but we're 
keeping our fingers crossed, Screens 
show that the game follows its prede- 
cessors in 2-D action-RPG style, and 


Mana Still Has Secrets 


Though details on a new Secret of Mana gem for the DS are scarce, art from publisher 
Square Enix has action-RPG fans holding their breath. 


the accompanying artwork displays 
an attention to detail. Clever interface 
design in earlier titles gave us ring 
menus. The touch screen should allow 
for additional innovations, Another 
Mana feature, co-op play, may also be 
in the works. —Geoxce S. 


As the art indicates, Children of 
Mana continues the series’s tradi- 
tion of finding magic in nature. 


Children of Mana gameplay looks 
similar to that of it predecessors. 
Touch screen details are pending. 


While the Nintendo Wi-Fi 
Connection rules the buzz, 
Many major titles are piling 
up for the holidays! 


= 
i —_— 


 — 


11-28 11-28 12-5 12-5 12-12 
It’s a hunk 0’ burning The 28th, again? Aplanet moves More on the 5th? FFIV takes up 
DS love for Mario. Blame Luigi! to Wild World, Blame Mario! the sword. 
Though the Nintendo WFC The DS continues That rushing Now the GCN and The Final Fantasy 
has been connecting its stellar streak sound you'll hear GBA go full-tilt that proved its 
gamers via Wi-Fi since with Mario & today isn’t geese Mario. Super majesty on the 
Mario Kart OS's November Luigi: Partners in migrating for the Mario Strikers Super NES returns 
15 debut, today marks Time, which winter; it's fans kicks it on the with new content 


the release of the MKDS 
bundle pack, which 
includes the new Hot 
Rod Red DS (and rac- 
ing decals), for 
$149.99 MSRP. 


shouid really be 
subtitled Partners 
Who Hijack a 
Second Column of 
the Calendar Is it 
truly a work of 
RPG comic 
genius? Our 
review on page 
110 will give you 
the scoop 


flocking to 
Animal Crossing 


GCN, and Mario 
Tennis: Power 


on the GBA. All 
hail one of the 


on the DS, then Tour and Or. best RPGs ever 
hightailing it to Mario/Puzzle made! Now 
each other's League hit the we will lick 
towns big time on GBA. its boots. 

via 


WiFi. 
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Crude Humor 
Cartoon Violence 


GAME 


WATCH 
FORECAST 


While publishers focus on 
delivering on ‘05 promises 
rather than dishing out ‘06 sur- 
prises, Forecast sees tons of 
titles head to store shelves this 
month-it’s a good 


NINTENDO GAM 


AMERICAN CHOPPER: 


FULt THROTILE Aawsion =@00 
BARNYARD THQ ee0 
CaeeLa’s DANGEROUS 

Hunts 2 AcHVISION =@00 
Cant oF Dury 2° 

Brg Reo ONE ACTIVISION 

CHAOS FIELO EXPANDEO = O~3 

Chie) ROBO NINTENDO 

THe CHRONICLES OF NARNIA, 

THE LION, THE WircH 

AND THE WARDROBE Disney 

Curious GeorGe Namco 


FIFA StREET 2 EA 
Grea HastinGs’ 


TOURNAMENT PAINTBALL ACTIVISION §~@OO 
GuN ACTIVISION e 
HARRY PorTeR AND 

‘THE GOBLET OF FIRE EA 

Harvest Moon: Macicat 

MetLooy Natsume 


James Bono 007: 
From Russia wiTH Love = EA 


KARAOKE REVOLUTION 


Party Konami 

Kirsy” NinTeNoo 

THE LeGeNo oF Zeta: 

TWILIGHT PRINCESS. NINTENDO 

Marto Party 7 NINTENDO 

MEGA MAN X COLLECTION CAPCOM 

MINI-GoLF MAYHEM CRAVE 

THE Movies ACTIVISION 

Naruto: CLasH oF Ninja D3PA 

NARUTO. CLASH OF NINJA 2 03PA 

NEEO FOR SPEED: 

Most WanTED fA 

Ooama NINTENDO 

Pac-MAN WORLD 3 Namco 

Pac-MAN Wor Ratty = Namco 

PETER JACKSON'S 

Kine Kone Usisorr @® 
PRINCE OF Persia’ THE 

‘Two THRONES UsisoFT 

RAMPAGE: TOTAL 

DestRucTION Mipway oO 
SHADOW THE HEDGEHOG = SEGA e 
THE Sims 2 EA e 
Sonic RIDERS ‘SEGA @0 
STARCRAFT. GHOST ‘VU Games eo 
‘SUPER MARIO STRIKERS NinTENDO e 
Teen TITANS Majesco @0 
TEENAGE MUTANT 

Ninja TurTLes 3: 

MUTANT NigHTMARE Konami . 
Tom Clancy's GHost 

RECON: AOVANCED 

WARFIGHTER Usisorr @00 
Tom CLANCY'S 

‘SPLINTER CELL 4* UsisorT 

TRUE CRIME, 

New York City AcHVSION @@@ 
ViEWTIFUL JOE, REO 

Hot Rumete Capcom 7. 
Wor CHAMPIONSHIP 

Poker CRAVE 


KONG’S DS ATTACK 
Just when we started won- 
dering if Peter Jackson’s 
King Kong for the DS was 
vaporware, the big gorilla 
emerged from the mist. 
The GCN and GBA games 
will hit on November 22, 
and Ubisoft says the DS 
version will come out 
shortly thereafter—hope- 
fully before the movie’s 
December 14 release, 


OFF THE LEASH 
Nintendogs fever remains 
very high—and it’s no won- 
der. Puppies couldn’t he 
cuter. Well, maybe they'd 
be cuter on cards? Fans 
will find out with 
Nintendogs Trading Card 
Fun Packs ($1.99 MSRP), 
which each contain five 
trading cards (that show 
info, tips or just fun stuff), 
plus a sticker set and a tat- 
too set. Now fans can 
prove themselves officially 
obsessed. 
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ANNOUNCED 
In DeveLoPMeNT 
fie READY FOR RELEASE 


Game Tre PuBusHeR © @@ 
Game Tite PUBLISHER — @@ @ —NEW GAMES ADDED 10 THE List 
YY ADVANCE FINAL FANTASY IH SQUARE ENIX oO 
Barnyard THQ ° FINAL FANTASY. 
‘THE CHRONICLES OF Crvstat CHRONICLES* SQUARE ENIX @OC. 
NARNIA: THE LION, THE FinoinG Nemo” THQ @00 
Wires ao THE Wanorost Disiey Fusnici No DUNGEON” © CHUN SOFT. @OO 
Giz\aus Gronse Namco THE GAME oF LIFEDS © ArLus e00 
Or. Mario/PuzzLe LeacuE NINTENDO GoLoen Nuccer 
Daritt Dozer NINTENDO Casino DS. MA\ESCO ° 
THE Fairty QopParents!*” THQ Guitty Gear Dust 
Finat Fantasy IV STRIKERS Majesco o. 
ADVANCE NINTENDO Harey Porter AND 
HAMTARO: RaINsOW THE GOBLET OF FIRE fA 
Rescue NINTENDO Harvest Moon DS NATSUME 
Haeocore Poot TELEGAMES Hi Hi Pury AmIYumi” D3PA, 
Harry Porter AND HISTORICAL SIMULATION 
THE GOBLET OF FIRE cA eco Game Koel @00 
Hi HD Pury AsaiYum: THe IncREoraLEs. 
Kaznarreo! D3PA Rist OF THE UNDERMINER THQ 
Huso: Bukkazoom Namco INTERN TENDO DOKUTA SPIKE 
THE INCREDIBLES: Jam witht THE Bano® Ninrenoo 
RISE OF THE UNDERMINER = THQ eee JOHNNY ROCKETFINGERS CONSPIRACY @OO 
Kons: THE 8TH WONDER LEGENO OF THE 
OF Tie Worn Uaisorr ° River KING NATSUME = @00 
LEGEND OF THE RIVER KING THe LEGEND OF ZELDA: 
ADVANCE NATSUME Four Sworos® NinteN00 § @OO 
Marto TENNIS: Lizzie McGuire & 
Power Tour NINTENDO oO ‘THar’s So RAVEN’ DISNEY 
MEGA MAN ANNIVERSARY Mise Gaicwe: Oestun's 
COLLECTION Capcom SOLONER Namco 
Merat Stuc SNK MansJonc” Koel 
Naruto z D3PA Marto & Luisi: 
Naruto: Ninja Counci. == D3PA PARTNERS IN TIME NINTENoO 
Pirate BATTLE Orsivat Marto Kart OS: NINTENDO. 
THE Proup FAMILY Disney MeTROID Prime HUNTERS §— NINTENDO 
Santa CLAUS Mint RC RALey SUMMITSOFT @@O 
Saves THE EARTH TELEGAMES Mosite Sury GUNDAM 
SCURGE; HIVE OreiTat Seed BANoAL @00 
SEA WorLO: SHAMU'S. MONSTER RANCHER: Tecmo @00 
DEEP SEA ADVENTURES ACTIVISION Moonucit Fastes™ Majesco @00 
Tne Sims 2 fA Neto For Speco: 
Super ROBOT MONKEY Most Wanted EA 
Team Hyprerorce Go! DISNEY @00 New SUPER MARIO Bros.” NINTENDO 
Tony Hawe’s One Prece BANDAI 
AMERICAN SKSLAND ACTIVISION @ 
ORGANIZER PLUS SUMMITSOFY @OO 
Top Spin 2 aK SporTs @ 
Pac-MAN WORLO 3 Namco 
Untonare PockeT GAMES TELEGAMES@ : 
Pever Jackson's 
Unrimare Puzzle GAMES —TELEGAMES @ Kine Kona Usisorr ooo 
ULTIMATE TABLE GAMES TELEGAMES Pisiesion tiie CAminBEAN 
Winx Clue Konami Deab Man's Crest Disney @00 
Woro Poxer Tour 2K6 2K Sports Quao Desert Fury 2 Majesco §=9@ 00 
Worto REBORN DESTINATION ResiDeNt Evit 
X-BLADEL: INLINE SKATER == CRAVE e080 DEADLY SILENCE Capcom 
XVANIDE Ptavtocke §=@00 SBK: SNowsoarD Kins OS Arius 
SCURGE: HIVE Opeitat 
NINTENDO DS Sea Worto: SHamu’s 
DEEP SEA ADVENTURES ACTIVISION §=@OO 
A Bov AND His BLoe Majesco 
SeGA CasiNO: SEGA e 
AGE OF EMPIRES: ® 
THE AGE oF KINGS Masco @. SHIN MEGAMI Tense DS" — AtLUS @00 
ANIMAL CROSSING: Teens 2 cA . 
Wito Worto NINTENDO: SuMmE MoRIMoR! 
ATV Quan Fury 2 Mayesco Dracon Quest” Square Enix @0O0 
BARNyaRo THQ Sonic Rust Seca 
BATTLES OF PRINCE OF SUPER PRINCESS PEACH NINTENDO 
Persia Usisorr TAMAGOTCHI CONNECTION: 
Buack & Waite CREATURES MAJESCO EE BANDA 
BLaoes OF THUNDER 2 © SUMMITSoFT Tony Hawn’s 
AMERICAN SKBLAND Activision 
Boxtai Konamt 
Top Gun MastiFr 
GRAIN Act: TRAIN YOUR 
Brain in Minutes Day NINTENDO Tora elas) 
Brain Twistinc GAME Touck GotF DS’ NINTENDO 
Vou. 1" Aruze ULTIMATE BRAIN GAMES —TELEGAMES 
Burnout Lecenns fA ULtimate Caro Games TELEGAMES, 
Bust-a-Move DS MAJESCO. Uurimate Pocket GAMES = TELEGAMES © @ OO 
CHItDREN OF MANA SQUARE ENIX VANDAL HEARTS” Konami @00 
CHoroQ DS ATs Winx CLuB Konami @00 
THE CHRONICLES OF WORLD Soccer 
NaRNIA: THE LION, THE WINNING ELEVEN™ Kaname 
‘WITCH ANO THE WAROROBE DISNEY ® Worms” THQ 


Dracon Batt Z: 
‘SUPERSONIC WARRIORS 2 


Deacon Booster 


DRAGON Quést 
Monsters 


Dynasty WARRIORS” 
EGG Monster HEROES. 
ELECTROPLANKTON 
Europa Universatis 


ATARI 
Konami 


Square ENIX 
Kort 
Square ENIX 
Ninzenoo 
Pocxer PC 


TENTATIVET TLE 


RATE PAC-MAN'S 25" BIRT 
GEL ITH THESE GREAT GAMES! 


The ultimate arcade collection! 
Namco celebrates 50 years of bringing 
you the greatest games on the planet with 
the ultimate collection of arcade classics, 


Available For: Game Boy® Advance 


SatTH« AHHIVERSARM. 


nH ine | 


NINTENDOEDS. 


Dig Dug Strikes Again! 
eee §(125cic enemies Pooka and Fygar plus 
aa PL Tiiesreym host of new monsters are causing 
ALTE RE trouble and its up to Dig Dug and his 
Seema Cre to dig them a watery grave. 


Take advantage of the Nintendo DS" 
like no other game as you draw Pac-Man into life! 

Help Pac-Man as he tries to stop those mischievous ghosts within the pages of 
a book. Control the action with your stylus as you draw Pac-Man, arrows and 
bombs to complete your quest of stopping the ghosts and freeing Pac-Man 


NINTENDOD)S. 


Dac is back and ready to Pall! 


Join Pac-Man on his quest to save Pac-Land after fellow Pacs have been turned 
into spheres by the evi Ghost, Golvis. Control Pac-Man like a track-ball. chomping —— 


away) on pellets and monsters through the colorful worlds of PAC'N ROM! 


7, 


95" ANNIVERSARY ss 
> 7989 + 2008 ” 
BEND OT)S. a 


mare 


PRODUCTS RANGE FROM 


www.namco.com 
GALAGA & 3 

7960 2005 HAMCO 
TD, ALL RIGHTS RESERVED. 
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y 
Y Drill Dozer Pg, 30 . 
Electroplankton Pg, 28 
Sonic Riders Pg. 27 

Super Princess Peach Pg. 25: 


Tamagotchi Connection: 
Corner Shop Pg. 21 


oy, 
7 Creativ 
q 20 New twists on 


Battles of Prince of Persia 
Pg. 3i 


Y 4 , yy ; . ‘ - 

DG Ling. f Yl yi gameplay dominate Black and White Creatures 

TN mpl” ¢ ree ra cyan 
Vs VW Chibi-Robo Pg. 26 


>CHIBI-ROBO 


PLATFORM: GCN * PUBLISHER: NINTENDO. 
DEVELOPER: SKIP * RELEASE: 2006 


Giftpia, Chibi-Robo will avenge you. 
Chibi-Robo's the second game from Giftpia developer 
Skip, whose ultracrazy debut never made it to North 
America. Skip must have dreamed up Its latest while 
watching Pixar's Toy Story after a few too many... 
um, Fed Bulls, Even Miyamoto did a double take 
when he saw the crazy “tiny bot, big house” idea, and 
helped Skip develop its high-imagination universe 


even further. 

One of the most radical changes was putting the 
player's head in the game by doing away with simlike 
pointing and clicking in favor of direct control. A good 
move, since the action takes a butler robot across a 
house that’s as big and wondrous as any Mushroom 
Kingdom you've seen, where floors stretch to the 
horizon, the sofa’s big as a mountain, shelves loom 
like cliffs and lamp cords serve as convenient climb- 
ing vines. That's just the living room. Upstairs, down- 
stairs, the backyard—Chibi-Robo goes places as he 
does chores, reaches into his Swiss-Army-Knife-like 
head for tools, and tries to please everyone. 

Furthermore, the game is such a spectacle of music 
and sound effects, much like Giftpia, that if you close 
your eyes while someone's playing Chibi-Robo, you'll 
think you're hearing a Looney Tunes cartoon, a trum 
pet fanfare for a king, the zippy opening 
to.a‘70s game show, trance music on 
the radio, and someone going 
unplugged with a guitar, all within sev- 
eral minutes. What other developer is 
having this much overcaffeinated fun fusing. 
music with gameplay? No one is even close. 

Skip has also created a cast so over-the-top 
that its characters seem like long-lost cousins 
to the Nintendo family, owing perhaps some- 
what to Miyamoto’s involvement. Chibi-Robo, 
the even-keeled guy in the bunch, is totally endearing 
as he tries to serve the madhouse, which includes a 
schlubby dad (with a toy addiction), a stressed 
housewife (desperate for a normal life) and their 
loopy daughter (who thinks she’s a frog). And the 
house is full of needy, neurotic toys. The dog’s chew 
toy pines for the cosmic-action hero that patrols the 
house; dozens of egg soldiers seek a good recruit; a 
wooden pirate wants his lost ship; and a freaky thing 
inthe basement (half teacup, half four-armed indian 
god) plays cosmic games with everyone's money. 
Crazy, crazy, crazy. The big question: Are North 
American gamers crazy enough for Chibi-Robo? 

— Steven G. 


First step to saving a family: 
stop their caffeine addiction. 


aa 


Domestic bliss? Not for Chibi, 
who's always on the move. 


Mom’s a wre 
Ck. Dad’ 
Dad's a loon. The toys 
are all nuts. Cana tiny robot 


Connect in 


three easy steps. 


Ever wanted to play Mario Kart with someone in Japan, visit a cross-country 
friend’s Animal Crossing town or challenge a complete stranger to a Tony 
Hawk match? Now you can with the free-of-charge Nintendo Wi-Fi 
Connection for Nintendo DS. Even if you know nothing about Wi-Fi, getting 
connected is as easy as 1-2-3. This guide will teach you the basics of connect- 
ing to the Nintendo Wi-Fi Connection. (For more-detailed information, visit 
www.nintendowifi.com.) 


Get Equipped 


To access the Nintendo Wi-Fi Connection, you'll need a com- 
patible game. So far, four Wi-Fi-compatible games have been 
released or announced in North America, all of which offer 
free access to the network. More Wi-Fi-game announcements 
are on the way—to know for sure if a game has Wi-Fi capabil- 
ities, look for the blue Nintendo Wi-Fi Connection logo on the 
lower-left corner of the box. 


“Wild World } 
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ifit’s got the blue dot, 
it’s got Wi-Fi. 


Get Connected 


Not to be confused with LAN play (in which multiple 
Nintendo DS systems within a small area speak to each 
other directly), Wi-Fi play requires that you connect your 
Nintendo DS to the Web to challenge players around the 
country or even around the world. Connecting your 
Nintendo DS to the Web requires a wireless router and 
broadband Internet access. We've outlined some connection 
scenarios below. 


Connecting at Home 


Already have a wireless router in your home? Then you can probably connect your Nintendo DS to the Wi-Fi network. To 
search for routers within range of your DS, go to the Nintendo Wi-Fi Connection Setup page within your game, select 
Nintendo Wi-Fi Connection Settings, choose an empty connection slot then select Search for an Access Point. Some 
routers may require you to take other steps (such as entering a WEP key) before you can connect. (For more informa 
tion and for a complete list of compatible routers, visit www.nintendowifi.com.) In many cases, your DS will automati- 
cally search for available routers when you try to connect from within a 
game, allowing you to skip the Setup page completely. 
tf you’re looking for an alternative to owning a wireless router, ss 
consider the Nintendo Wi-Fi USB Connector. Connect the device to os : ‘ 
a home computer or laptop that is running Windows XP and has Ka soe! Nintendont Ses ee aa: 
high-speed Internet access; your Nintendo DS will use the device 
to connect to the Web. The Nintendo Wi-Fi USB Connector is avail- i € m 
able for purchase at www.nintendo.com 
NOTE: The Nintendo Wi-Fi USB Connector 
works only with Nintendo DS systems. 


Connecting at Hotspots 


Whether you're eating lunch or having a cup of coffee, Wi-Fi hotspots 
make it possible to connect to the Nintendo Wi-Fi Connection in various 
locations around the world. More and more establishments (such as air- 
ports, hotels and restaurants) are making Wi-Fi hotspots available to the 
public every day. Nintendo’s recent partnership with Wayport makes the 
Nintendo WFC network even broader, extending free Wi-Fi service to 
Nintendo DS owners at more than 6,000 McDonald’s® locations across the 
US. (For a list of participating McDonald’s locations and other hotspots, 
visit www.nintendowifi.com.) 


Play! 


So you've got a Nintendo DS, the right games and Wi-Fi 
access—you're ready to join the Nintendo Wi-Fi community. 
We've outlined some of the Wi-Fi features awaiting you in 
three titles that will be available before year’s end. 


NOTE: Each Wi-Fi-compatible game card is meant to be used with a single Nintendo DS unit—you'll have to reset your 


Wi-Fi settings to play the game on a different DS. 


Mario Kart DS 


Easily the most anticipated Nintendo DS game this 
holiday season, Mario Kart DS connects players 
around the world for 24/7 four-player kart 


competitions. 


> Make Friends Around 
the World 


Manto Kart DS allows you to store the 
names of 32 friends who also own the 
game. You can connect with up to three of 
those friends at once on the Wi-Fi network 
for a match. Adding friends to your roster 
is easy—either manually enter their 16- 
digit Friend Codes, or play a LAN match 
with them (at which time they'll be auto- 
matically added to your friend roster). 


Pogiaat scr 


eh 
Get not-so-friendly 
with friends! 


> Know Your Rivals 


Mario Kart DS Wi-Fi fea- 
tures go beyond simply 
facing. The game keeps 
track of your wins and 
losses, as well as your 
stats from the various sin- 
gle-player modes. When 
you select Rivals mode, 
you'll be connected with 
strangers who are ata 
skill evel comparable to 
yours. 


> Regional Matches > World Domination! 


Regionai mode in Mario Kart DS will con- You don’t need to speak the same language to enjoy a round 
Nect you with players close to your loca- of Mario Kart DS. In Worldwide mode, you'll be up against play- 
tion via the Nintendo Wi-Fi Connection ers from all over the world. Test your kart-racing skills against 
The game will seek out three other racers strangers in London or Kyoto! 

for you to play against in a full heat. Each 

player will receive points based on his 

tanking in a race. At the end of the heat, a 

winner will be announced. 


America, 
then the world! 


Show Off Your Kart Art 


Mario Kart DS allows racers to create cus- 
tom logos using a paint program. The logo 
you create will become your online calling 
card—not only will it show up next to your 
name when you connect with opponents, 
but it will be pasted on your kart for 
everyone to see 
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- Animal Crossing: 
Wild World 


| 
| 
| 
| 
| Share your AC experience with others in the much- 


H 
| 


anticipated follow-up to the GCN favorite. 


> Open the Gate! 


In Animal Crossing: Wild 
World, your town’s gate 
serves as a hub for Wi-Fi 
activity. Copper (who you 
may remember as the 
police officer from the GCN 
game) stands guard at the 
gate -you must speak with 
him to access the Wi-fi fea- 
tures. After Copper opens 
the gate, up to three 
friends can visit your town 
over the Nintendo Wi-Fi 
Connection to trade items, 
talk to your neighbors or 
just hang out 


In addition to opening 
your town gate, Copper 
can escort you to another 
town via the Nintendo 
Wt-Fi Connection. Visiting 
other players’ tow 

allows you to meet new 
characters, chat with 
friends, leave messages 
on the town bulletin board 
and find the game's rarest 
items. You can visit the 
town of anyone on your 
friend roster if they’ve 
opened their town gates. 


> Making Friends 


Animal Crossing: Wild World 1s all about 
community. Up to 32 friends can be added 
to your friend roster. To add friends, you 
must either enter their Friend Codes man- 
ually from the Start menu or visit a town 
that they are in (via LAN or Wi-Fi) and add 
them using the in-game menu. 


> Tag Mode 


Much like Bark mode in Nintendogs, Tag 
mode will notify two Animal Crossing 
players when their Nintendo DS units are 
within wireless range of each other. Just 
select Tag mode from the Start menu and 
close your DS to enable Tag mode. Though 
the mode works only with a LAN connec- 
tion, it is a great way to meet friends that 
you can visit later via Wi-Fi. 


Tony Hawk’s American 


Sk8land 


Skating head-to-head against friends and strangers | 
is just one of American Sk8land’s many Wi-Fi 


features. 


> Matchmaking 


Automatch 
mode will ran- 
domly connect 
you with a 
stranger over 
the Wi-Fi net- 
work for some 
skating compe- 
tition. Once 
both players 
are connected, 
you can choose 
from among 
five head-to- 
head modes (including Combo Mambo, 
Trick Attack and The Price 1s Wrong) to play 
on any of the game’s seven levels 


> Keep Your Friends Close 


Like Mario Kart DS and Animal Crossing: 
Wild World, THAS lets you store up to 32 
friends in your friend roster. To add a friend 
to your roster, you must enter his 16-digit 
Friend Code. (Friend Codes are issued to 
players the first time they connect to the 
Nintendo Wi-Fi Connection.) When you 
select Friend Match over the Wi-Fi network 
you can challenge anyone from your friend 
foster to a head-to-head competition. 


One of THAS’s coolest 
WI-Fi features is the 
ability to track your 
stats and your best 
funs online and com- 
pare them against the 
rest of the THAS com- 
munity. The top runs 
(in both Pro and 
Rookie modes) are 
stored on the THAS 
online server, and are 
available to download 
and watch on your DS. 
When you’re browsing 
through the scores, 
you can press the L 
Button to switch 
between viewing the 
community's best 
scores or your friends’ 
best scores. 


> A New Day, a New Goal 


In addition to the hundreds of single-player goals available in 
Story and Classic modes, new goals are available to download 
and play over the Wi-Fi network. Developer Vicarious Visions has 
big plans for the downloadable goals, but they're keeping a tight 
lid on exactly what THAS players can expect 


Metroid Prime Hunters 


Though we don’t 


know the specifics of 
the Metroid Prime 
Hunters Wi-Fi capa- 
bilities, we do know 
the first-person shoot- 
er has seven bounty 
hunters (including 
Samus), each with 
unique abilities. How 
this will play out over 
the Nintendo Wi-Fi 
Connection remains to 
be seen. 


It’s easy to connect— 


we'll show you how. 


PRODUCTS RANGE FROM 
RATING PENDING ro EVERYONE 


= 
Visit www.esrb.org for 
updated rating information. 


Shredhog 


>SONIC RIDERS 


PLATFORM: GCN * PUBLISHER; SEGA” 
DEVELOPER: SONICTEAM * RELEASE: FEBRUARY 2006 


Playing to his strengths, sega’s ring 
leader Is in.a hurry that would make even Captain 
Falcon’s head spin in hoverboard showdown Sonic 
Riders, The usual suspects—Tails, Knuckles and Amy 
Rose—jointhe blue blazer, along with more-obscure 
Sega characters such as Jet the Hawk, Storm the 
Albatross and Cream the Rabbit, to make a field of 
16 riders, Even Aiai from the Monkey Ball series gets 
into the act as Eggman calls for the Ex World Grand 
Prix to determine who is the fastest Extreme Gear 
racer in the Sonic world. Is the race a front for the 
mad scientist’s elaborate plot to grab all of the 
Chaos Emeralds and the storied Babylon Rogue's 
treasure? Probably. it's also screaming funas the 
riders rip into eight tracks at sound-barrier-break- 
ing speeds, grabbing air, grinding rails and perform 
ing board-flailing tricks that increase their speed. in 
a masterstroke that adds to the game’s breakneck 
2p and to the number of riders breathing down 
each other’s necks, boards create wind rifts— 
similar to a watercraft’s wake—that close pursuers 
can ride in. tt guarantees a lot of lead changes and 
makes it possible to go from worst to firstina 
matter of seconds. 

Each character has attributes that contribute to 
one of three specialties. Sonic is a pure-speed racer 
who has more difficulty turning than some. Tails 
can hover, which allows him to reach levels that oth- 
ers can’t Knuckles is a power-oriented rider, which 
means he can push other characters out of hisway 
with ease. All of the riders are capable of sliding 
into tums, executing air maneuvers and creating 
tornadoes that cause trouble for the racers behind 
them. They also can purchase new Extreme Gear 
with the rings they pick up to add to thelr specialties 
or to compensate for their weaknesses. 

Multiplayer action is big in Sonic 
Riders, too, with up to four participants 
going at it in split-screen play, either rac- 
ing or battling on their boards. Tag mode 
even lets partners to draft off each other 
in co-op challenges. 

Races take place in locations that will 
make Sonic fans feel right at home, 
whether they're slaloming between cars 
in Metal City, skipping off the waters of 
Splash Canyon or soaring over the 
molten lava of Egg Factory. Every track 
has alternate routes and shortcuts that 
require every ounce of a rider's ability to 
reach-rails that one has to hook up with 
at the starting point and can ride on all 
the way to the end. 

With the release of Sonic Rush and 
now Sonic Riders, the hurry-up hedge- 
hog is picking up speed on Nintendo sys- 
tems. Catch him while you can. 

—Georce $. 


How to grind a shortcut 
and look good doing it 


Sonic an Knuckles 
shoot the tube. 


Extreme Gear racing 
is a contact sport. 
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Uncharted 
Territory 


PLATFORM: DS + PLIBLISHER: NINTENDO 
DEVELOPER: NINTENDO * RELEASE: JANUARY 9, 2006 


Atits heart, electroplankton lets you create 
music; the game is as much a sequencer as itis an 
expedition into some undiscovered depth of the 
ocean, Music materializes based on how you inter- 
act with wild sea creatures (Plankton), which you 
can manipulate in a variety of ways. Some play 
modes will have you stirring up clusters of 
Plankton using the stylus, while others require you 
to use your voice to get their attention. Though 
each of the game's 10 music-making modes is 
unique, they are similar in that they are strangely 
Intuitiyve—so mich that you'll get lost In your own 
curiosity and create your own objectives as you 
explore the game’s free-form universe, But trying 
to explain Electroplankton in mere words Is futile. 
Like a bizarre dream, it must be experienced to 
grasp its intricacies. To get your hands on the 
game, visit store.nintendo.com—Elactroplankton 
will be available for purchase only online beginning 
lanuary 2006, —Asoy M. Come on int The 
water's fine! 


¢ Intelligent 
<= 3 Ir 


Welcome to New Eden! 
‘. 


PLATFORM: DS * PUBLISHER; MAJESCO 
DEVELOPER: FULL FAT * RELEASE: FEBRUARY 2006 


If you think your Nintendogs are little mon: 
sters, wait until you get some quality time with the 
10 beastly breeds of Black and White Creatures, 
many of which are-new to the franchise that began 
with Peter Molyneux’s PC god sim Black & White. 
Like those old cartoons with the angel and the devil 
who sit on the shoulders of a conflicted character, 
the DS title features in-game advisors who help you 
Influence your creations in the direction of good 
(helping villagers and children with their chores) or 
really bad (stomping and destroying). The creatures 
show their personalities through a wide array of 
animation and graphic touches, and you show your 
approval or dismay through “God’s Hand” stylus. 
moves and verbal commands. You can also create 
custom tattoos for your beasts using the touch 
Screen. The creature training and battling take 
place on eight 3-D rendered islands. 


It’s a classic tale of good versus evil played out by cows in cos- 
—George S. 


tume and heavy makeup. 
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Emotion 
Engine 


>SUPER PRINCESS PEACH 


PCATFORM: DS * PUBLISHER? NINTENDO 
DEVELOPER: NINTENDO * RELEASE: 91 2006 


Mario has been captured. wuigiis tied up ant 
helpless. Bowser has contro! of the Vibe Scepter, 
which he's used fo throw the citizens of the 
Mushroom Kingdom into a state of emotional dis- 
tress. What's a princess to do? Why, head to Vibe 
island to save the day, of course. In Super Princess 
Peach, the oft-captured Mushroom Kingdom royal 
finally gets her chance to be the platform-action star, 

Despite her highness’s regal stature and frilly 
pink attire, Princess Peach has all the makings of 
a heroine. taking a cue from the Mario 8ros,, she 
can stomp Koopas right out of their shells and break 
blocks with her head. Sadly, she’s lost her hovering 
ability from her playable debut in Super Marlo Bras, 
2, but she does have a keen slide kick and a muiti- 
purpose magic parasol, The parasol is used mainly 
for smacking foes or scooping up and hurling ene- 
mies; better yet, it can devour bad guys whole! 
Additionally, the parasol can be upgraded at Toad’s 
shop, allowing Peach to glide short distances, 
pound the earth and even shoot energy beams. 

Peach's most powerful ability, however, may be 
the complete control that Vibe tsland has given 
her over her emotions. At any time, Peach can 
Unleash one of four vibe poewers—Joy, Rage, 

Gloom or Calm—each with its own distinct uses. 
Joy creates a literally uplifting whirtwind that 
lets Peach fly through the air or clear away 
dust and fog; Rage surrounds her with 

flames, letting her burn wooden obsta- 

cles and angrily stomp the ground; Gloom. 
causes Peach to unleash a fountain of tears 
that can make plants grow; and Calm allows 
Peach to regenerate health. The four vibes are 
instrumental in overcoming obstacles and 
defeating the game's bosses, and they're all 
conveniently accessible with a touch of the DS’s 
lower screen. 

To foil Bowser’s plot, Peach must explore Vibe 
tsland's eight themed wortds—plains, forests, icy 
mountains, a volcanic region and a haunted man- 
sion among them—and pummel familiar enemies 
such as Goombas and Boos (as well as vibe-influ: 
enced variants). The princess can also access 
numerous minigames, including jigsaw-style puz- 
zles (which you must find the pieces to before you 
can play) and several types of coin-collecting chal- 
lenges. In addition, Mushroom Kingdom citizens 
are trapped in each level; the number Peach res- 
cues determines the game’s ending. 

Princess Peach may not have as much experience 
as her plumber pals when it comes to defeating 
Bowser, but her solo adventure promises to be as. 
deep as any other Mario-style platformer. it’s not a 
bad thing to fight like a girL—thos H. 


Mario tradition is alive and well in 
Super Princess Peach. Classic enemies 
and game mechanics abound. 


Gray Matter 


>BRAIN AGE: TRAIN YOUR 


BRAIN IN MINUTES ADAY 9% ~,| (Soive the 
Quicky solving problems 
PLATFORM: DS + PUBLISHER: NINTENDO equations makes 
DEVELOPER: NINTENDO * RELEASE: 2006 the prefrontal 
fate : ae coftex gute active! fata = 
This quirky brain-training game nas | a 
become something of a phenomenon in Japan | 3x8= 
(where it goes by the catchy title of i Randle once, 
Kahashima Ryuuta KyoujunoNouo i S the Aero ae Don’t worry, lefties: 


Kitaeru Otona no DS Training). x = = Brain Age lets you turn the DS the other 
r) Based onthe research of noted neu- # ; way to cater to your bizarre mutation. 


_ ] rologist Professor Ryuta j 
| 5 BBB Kawashima. its sold over 600,000 copies in the | Vestex ll ~ 
ty Land of the Rising Sun and continues to enjoy brisk You got F qu a 
| ‘ aa sales months after its release. Early PM zs anima AUG 2005 
° next year the game will finally arrive " 
. ‘on these shores, giving DS owners on 12345 
, } this side of the Pacific an opportunity 8 9 101112 
_ to exercise thelr mental musele. r7 15 (117 18 19 
Here’s how it works: Professor Train Speed 22 23 24 25 26 
Kawashima's disembodied head walks you through oo ed - 25 30 31 


aseries of timed quizzes designed to increase brain = 
activity, You'll write out solutions to simpte math Be Me to join | 1 G ] 
problems on the touch screen, identify colors by pai nig 1\6 ~ rT) How many 

speaking into the microphone, etc. The game then Q-O-8) +2 K) Wie blue #s? | 
calculates the “age” of your brain (the ideaf mental is M)--13) dD 5 > 


acumen is that of a 20-year-old), and tracks your 3 9 
progress over time. it may not be 4 
as exciting as blasting aliens or 
saving the princess, but how 
many other video games help you 
‘Stave off dementia? —Steve 1. 


>DRILL DOZER 


PLATFORM: GBA * PUBLISHER: NINTENDO: 
DEVELOPER: GAME FREAK * RELEASE: Q1 2006 


Some heroes use swords. others fight with 
guns. Jill drives a mech equipped with only a big 
- dill ¢may sound weird, but the unique con- 
Crazy bosses will test 1 @ veyance/weapon opens the door to some of the 
your drilling skills, most innovative play mechanics to infuse aside 
scrolling action game in a long time. As acting, 
leader of the Red Dozers—a gang of good-guy 
thieves—4Jill gets to use her drill dozer to smash ene- 
mies and bore right through solid objects: walls, 
dirt, desks, beds, sculptures, toilets and more. The 
drilt dozer can also use its spinning bit to grab onto 
platforms, propel itself through vents, maneuver 
underwater, launch through the air and operate 
varlous types of equipment; the mechanic of drilling 
This enemy looks mere " . with the Lor R Button is simple but very versatile 
alittle bored. [ {especially when it comes to the boss fights). A puz- 


zle component also enters Drill Dozer’s gameplay’ 
mix—players must acquire stronger gears in each 
stage before they can overpower the obstacles that 
bar the way. Given that Drill Dozer comes from the 
creators of Pokémon, it’s no surprise that the game 
is bursting with creativity. —Curts H. 


30 sunresoo power 


In the Cards 


>BATTLES OF PRINCE 
OF PERSIA 


PLATFORM: NINTENDO DS + PLIBLISHER: UBISOFT 
DEVELOPER: UBISOFT * RELEASE: DECEMBER 2005) 


_ It’s obvious that between The Sands of Time 
and Warrior Within, the Prince af Persia went 
through some life-changing events. His anger 
flared and he became ready to fight anyone in 
his way. f 7, j \| 
But beyond the plot and the central character, 3, Ge i onde 
don’t expect Battles of Prince of Persia to bring 3 / umn have 
you more of the same game. Part trading card . —_ 
game and part tactics game, the innovative tithe Before you engage the 
mixes the two genres to create an elaborate new enemy, consult the battle a RE 
experience. Opponents take turns playing cards chatt to see how well oa 
from theirhand to determine how their troops will [AsAiiaiaeen BGI P i ¢ 
move on the battlefield. Then |t’s up to the player F 
to move the units on the board. Cards also contain 
special skills, such as affliction spells and move- 

Tent bonuses, which you can cast on your own 


axieumn 


armies or your opponents’. Each army also has an 
or-field general with special powers of his own, 
and as you play through the game, new generals 
will be ready to use in battle. The game is as deep 
and complex as it sounds—be prepared to take a 
few losses before you really understand what's. 
going on. —Curis S. 


>TAMAGOTCHI 
CONNECTION 


CORNER SHOP = 
PLATFORM: DS * PUBLISHER: BANOAI: 


DEVELOPER: NANA-ONSHA * RELEASE: JANUARY 2006 


They're pretty @ Youcan perform surgery on your 
di rty, i Nintendo Ds In Trauma Center: Under the Knife and 
’ try legal cases in Phoenix Wright: Ace Attorney, but 
the handheld has been sorely lacking in cake-deco- 
ration and flower-arrangement simulations. The. 
return of Tamagotchi, the virtual pet that sold 40 
million units worldwide in the mid ‘90s, will remedy 
that with a DS title that allows you to take charge of 
more than 10 types of businesses through touch 
control. In addition ta punning the aforementioned 
cake and flowerservices, you can operate adental 
Practice, a spa, alive-music establishmentand 
more. Sporting an art style reminiscent of devetop- 
er Nana-tinSha’s nutty rhythm game PaRappa the 
Rapper, the game lets you select one of three char- 
acters—smart Mametchi, charismatic Memetchi or 
Corner Shop teaches life les- r 7 sweet Kuchipatchi—to front the businesses and 
sons, such as when to flip enjoy items purchased from the profits. Clothing, 
pancakes to keep them from ‘ home decorations and snacks are among the goods 
burning. a = that you'll be able to acquire once the Gotchis start 
rolling in. Wireless features will allow you to 
trade your haul with other Tamagotchi Conneetion 
enthusiasts. —Georce S 


Aa © os | 
Gi \ 
iS) 

i 
‘/ 


Pez 


Still trying to wrap your head around 
Let's look at some of its Sources of inspiration. 


uel to last 
Nm 


x inager lets you direct yauir 
‘WainMates’ Moves and shooting—control 
yale team, control the field. 
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coffee is almost as enjoyable as being in first place. miles away, someone’s about to take the lead. 


As the worfd waits for the Nintendo Wi-Fi 
Connection, hundreds of beta testers 

< (including some NP staff members) take a 
test-drive through the company’s first 
global network game service. sy andy Myers 
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In August, Nintendo put out a 
call to its employees around 
the world to help the company 
beta-test a product that will 
mark a new era in gaming: the 
Nintendo Wi-Fi Connection. 
Eager to join Nintendo's net- 
work gaming service more 
than two months earlier than 
the rest of the world, some of 
the Nintendo Power staff, 
myself included, signed up for 
the program. At the time, 


ha = 
FRANKFURT, GERMANY - 4:3 


6PM 
ona different continent, another racer brings up the rear. 


Nintendo was keeping a tight 
lid on the specifies, so we had 
no idea what we were in for. 
Some of us were excited while 
others were skeptical, But we 
were all eager to try it out for 
ourselves. 

And we did. We put the 
Nintendo Wi-Fi Connection 
through the wringer, playing 
three of its upcoming titles 
(Tony Hawk's American 
Sk8land, Mario Kart DS and 


KYOTO, JAPAN - 11 36 PM A player enjoys 
a late-night Kart session from the other side giithe world. 


Animal Crossing: Wild World) 
along with the rest of the 
beta-testing community. In 
addition, we tracked down 
some of the key players behind 
the Nintendo Wi-Fi 
Connection to gain some insid- 
er perspectives. If you're still 
wondering whether or not the 
Nintendo WFC is worth your 
time, take our word for it—it's 
off the hook. 
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preparing for launch 

Having grown up on a steady diet of Nintendo like 
most others my age, I've always found it curious 
that Nintendo has, for the most part, stayed ‘Out 
the online gaming business. Throughout video 
game history, Nintendo has been at the forefront 
‘the industry, changing the way we play games. The 
‘Legend of Zelda (NES), Mario Kart (SNES) and Supe! 
‘Mario 64 (N64) are just afew examples of titles that. 
fave set new standards or created new genres, Why 
hasn't Nintendo done the same in the online marke 
before now? Before jumping headfirst into the 
Nintendo Wi-Fi Connection service, [set out ona. 
quest to answer that question. My investigation lee 
toDarren Smith, a Jongtime Nintendo employes. anet 
product manager for the Nintendo Wi-Fi 
Connection. (Smith has worked ona numbered? 
online programs for Nintendo, dating all the wae 
back to the NES.) His answer was simple: 
“[Network) gaming has been around for a long 
time—we just hadn't found the right point to enter 
the market. Wi-Fi opens up the possibility fof net 
work gaming] for a lot of people, because #’*0 
much easier.” 


66 Wi-Fi opens up the 
possibility [of net- | 
work ing] fora 


lot of people, because 
it’s so much easier.” 


—Darren Smith 
Nintendo of America 


During the first phase of beta testing, we put 
‘Smith's claim to the test by connecting our 
Nintendo DS units via Wi-Fi to our home wireless 
routers, | equipped my router with up-to-date 
firmware, and using a test cartridge provided by 
Nintendo, | attempted to connect my DS to the 
inverner for the flest time. sust as Smith jiror 
fessed, it was almost effortless. The cartridge ran 
a series of automatic tests over the network gam- 
ing service. | didn’t yet have a Wi-Fi game to play, 
but watching the numbers spin as my DS fed 
information across cyberspace had me curious as 
to what was in Store in my beta-testing future. 
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Q: What if| want to play games on the Nintendo 


+ WiFi Connection, but | don't awn a wireless router? | 
A: You can still play using certain Wi-Fi holspots, | 


including hotspots provided by Nintendo's 


partner, Wayport, at over 6,000 McDonald ! 


locations in the Us, 


online personality 


iintenda knows that it will take more than just 
‘ase of connection to reel in gamers-it’s the. 
games and the network gaming features that wit 
-break tfié Nintendo Wi-Fi Connection 
Three titles will available near the taunchwt 
the service: Tony Hawk's American Sk8iand 
(THAS), Mario ‘Kart DS and Animal Crossing: whe 
World. Eath has its own unique Nintendo WFC fea- 
tures, but all three provide ways to establish an 
“online identity, which was my first task when 
ssued.a THAS game card for phase two of the 
‘beta test. Customizing your character in THAS 
takes, ona different fight when you know that the 
rest of the: world tay see your creation. | chose a 
Wrestling mask to'maintain a certain levet of 
@Monymity, and painted my board with a 1-Up 
Mushroom.te give Mamie some personality 


_ whattanguage barrier? 
uring the Hawk portion of the Mintando Wi-Fi 
Connection beta test, players from ail around North 
America challenged each other using the game’s va" 
lous head-to-head modes, | spent most of my online 
time playing against strangers using the Automatch 
function. THAS’s gameplay is a fot like console Tony 
Hawk games, so my experience with the franchise 
came in handy. But my Hawk skills were put to the 
iitimate test when | was randomly paired with a se 
soned Hawk vet (who | speculate was a member of 
the Vicarious Visions development team). It didn't 
matter that | got schooled—just experiencing the 
service and competing with strangers viamy DS.wat 
thrilling enough. 


K pag 
<—e a 

THAS makes great use of the Nintendo Wi-Fi 
Connection, butit wasn't until | played Mario Kart DS 
that I grasped the extent of the service’s power. The 
first time | connected Kart to the service, | was 
paired with fellow Nintendo employees as far away 
as Europe and Japan—you don’t need to speak the 
‘same language to enjoy a game with others. And if 
you're getting pounded mercilessly by Mario Kart 
masters around the world, you can seek solace in 
Rivas mode, which will pair you up with strangers 
‘that are ata similar skill level. 


SaeeeS 


All three titles offer in-game paint editors, which 
use the DS stylus. Each paint editor serves.a differ 
ent purpose, but all can help you establish yous 
persona when playing with others across the 
Nintendo Wi-Fi Connection 


| than the three covered in this article) coming iM "hd 


O- Are there more Nintendo WEC games (the 


for Nintendo DS? 


A: Yes, Metvoid Prime Hunters has been confimed i 
a5 a Nintendo WFC title, and recent WEFE | 
annotincements in Japan lave ts speculating that 

we'll be hearing of others very soon. | 


Sie ca tara latte, | sat down and fires: 
‘ sao my DS. | received an error. message almest 


Some peopie have no manners... 


friend! rosters, but each game has its own, unique 
community elements. Hawk, for instance, encour 
-ages players to record their best runs on any of ins 
sever levels, then upload them to the High Scores 
‘Server. {fyour run is good enough, it will appear on 


{f those on your friend rester. in addition, ¢ 
Rookie mode for Hawk newbies to compete in, 
When it comes down to it, Hawk is mostly about 


hae is: Ahearn bat 

players. The title also offers nearly limitless ways to 
customize your character's look (my little guy cur- 
rently wears an afro wig and pilot shades), which will 
help shape your personality as you interact with 

friends using the service. You'll 


| liter te cee comector? 
| Ys. An Nifeno DS unit canconect tthe 


| service. All you need is the game, a Nintendo, 
4 yand wt aes attome ort ahosp 


tate one Friday night, | found myself hosting a 


Nintendo sent NP designer Cory Conner to Chicago to 
facilitate a beta test at a McDonald's location, using. 
a Wi-+i hotspot and random children who happened 
to be dining there. The kids had a blast. Two young 
Kart connoisseurs in particular were wreaking havoc, 
teaming up against testers at NOA and giving them 
a run for their money. 


One ssshaitay morning ‘siti the fee fest. NF 


‘h staffer Pete Michaud was randomly paited with 


Hideki Konno (the creator of Mario Kart) for a rout 
Of Mario Kart 0. We won’t tell you who won the 

epic battle, but the fact that Pete's hands were shak 
Wg with extitemiant didn't help his kart-racing skills 


game of Hawk against an unknown but worthy 
opponent. We ended up settling a tie-breaker in 
Combo Mambo mode (in which the player who 
scores the highest combo wins). | busted a 
492,120-point combo around the perimeter of 
Vans skatepark, and landed it just before our ‘two 
minutes were up. Before I could properly cele- 
brate, howeves, my adversary’s score jumped to 
508,450. Weil played, my anonymous friend 
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” it’s on! 
Playing with gamers across the world Is a huge 
‘Fi Connection, hurt the 


‘part ofthe Wintentlo wivFi 


—Qan Wallace 
Vicarious Visions 


‘the best Ds single-player games to date. And the 
single-player experiences in all three have a 
major effect on Nintendo WFC multiplayer liter- 
attion, creating new ways of competing with: 
opponents. Whether you're going for a high score. 
in Hawk or trying to accrue more bells than your 
buddy it Animal Crossing, the end goal is always 
to Improve your status inthe community. 


Compared to Animal Crossing, the real word is so 
boring! 
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@:s the Nintendo Wi-Fi Connection free to use? 
A: Yes. Thereisno subscription feefrom Nintendo. | 


a 


7 the future of Nintendo WFC 
se woing up the Nintendo WFC testing and turning 


only with the games I've already played, but also, 
with upcoming Nintendo WFC titles, First-person: 
shooter Metroid Prime Hunters is sure to have a 
‘rabid following on Nintendo Wi-Fi Connection in, 
‘early 2006. And as Dan Wallace said of the serv- 
‘ice: “It’s great for gamers because we're just at © 
the starting point here of what could be a whole 
new world for portable games.” 


‘ Gis the Nintendo Wi-Fi USB Connector a 
wireless router? 


| A No. It’s adevice that connects to a PC runnity 

‘| Windows XPand enables the PCtoshareits - 
- broadband Internet connection with up to five 
| Nintendo DS units. The device is available at. 


4 store.nintendd.com, and is incredibly easy to use, 


se ll 


Having already experienced three 
Nintendo WFC games, | can’t help but spe 
on the service's furure possibilities, Pikinin? 
Swords? Bomberman? These are obvious cholic 
es-how atiout something like WarioWare? So 
‘many franchises could translate amazingly well to: 

_ the Nintendo WFC service, And knowing Nintendo, 
“Vin sure there's some crazy new ideasin the 
“works that will blow everyone away, “We've made 
‘ery easy for developers to integrate Nintendo 
7 -Wi-FiConnection into their games,” explained 
ey Smi ‘think you'll soon see these features as 
_ common as local multiplayer modes," Smith 
"wouldn't tell us exactly how future tittes will tale 
‘advantage of the powerful service, but we can’t 


Often times, you won't know that something's 


unlockable in Mario Kart Ds until you see it on: 
Nintendo WFC. 


walt to find out. 

Sut Kart rivalries are just the beginning 6 Net TP 
work competitions, Animal Crossing takes a more 
capitalistic approach as you seek out the game's. 
riches. Many items inthe game come in sets, and 
certain items are incredibly difficult to find. When 
decorating my home in the game, | found 
a bird bath and a picnic table, but for the life of 
me could not find a garden gnome to complete 
imy set. After asking around in different towns 
over the Nintendo WFCservice, | found that fellow 
NP crewmember Steven Grimm had an extra gar- 
den gnome in his character's inventory, | would i 
have gladly paid him every bell to my name to | 
acquire the ridiculous little item. After taunting ‘ 
me for a while using the game's chat system, 
Steven finally gave it up, trading the item to me 
for something he desired from my own inventory. 
Whataguy. 


Don't forget to bring 
me something ice. 
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ARTHLINGS UNITE. 


TWO ALIEN ENCOUNTERS. ONE VERY CLEAR MISSION. 


STIGANL. CC i) 
dein a hand af rebels in their fight far plant Earth. 


2 After decades of alien oppression, a band of rebals,rises inte fight 


against the Arelians, A new recruit, Jorel, becomes their leader 
3 and organizes the rebel forces to build a powerful armycSoon, he'll 
challenge the Arelian Empire for control of planet Earth. ° 
ed 


Turn-based strategy with destructible environments and 
TORS’ trus line of sight fram the makers of X-Com. 


www.namco.com 
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74: YOSHI'S ISLAND: SUPER want. 2 
. 


Until New Super Mario Bros, hits store shelves, this 
beauty will reign as the last new 2-D Mario adven- 
ture—though it was mainly Yoshi's quest. 


80 Pokémon Gold/silver/Crystal GBC ay 
79 Jet Force Gemini Noa 1999 
78 Harvest Moon 64 N64 1999 
77 \wcamesens GBA 2003 
76 pine Cantey Sa Cavin of GBA 2004 
75. SSX Tricky GCN 2001 


74 ea ee Super Mario SNES 


73° Star Fox 64 N64 
72 EarthBound SNES 
71> Blast Corps N64 


64: PoKéMON 
RED/BLUE/YELLOW 


In spite of the sheer quirkiness of this 
title, Nintendo took a chance in bringing 
this franchise stateside. Our country 
has never been quite the same since. 


GOLDEEN 
i9 


61: MEGA MAN 


Early Nintendo gamers who were pin- 
ing for a great experience certainly 
received one when Capcom's now-leg- 
endary blue-helmeted warrior graced 
the NES. 


793 JET FORCE GEMINI 


Of all the N64 Rare games, this one 
might be the most controversial when 
it comes to the “best games ever” 
debate. We liked it, though. 


72: EARTHBOUND 


it makes us sad that this was North 
America’s first and only game in this 
series. Hopefully we'll see a sequel 
someday. 


70 F-2ero SNES 1991 
69 Golden Sun: The Lost Age GBA 2003 
68 Metal Gear Solid: The Twin Snakes GCN 2004 
67 final Fantasy Tactics Advance GBA 2003 
66 Super Castlevania Iv SNES 1991 
65  Conker’s Bad Fur Day N64 2001 
» 64 Pokémon Red/Blue/Yellow GB nee/ 
63 Paper Mario N64 2000 
62 F-Lero GX GCN 2003 
» 61 > Mega Man NES 1987 


With this game and the N64 Rumble Pak, the force- 
feedback era of gaming officially began. 


| ke 
4 1'.14".18 


VW ‘ 


Super Mario Kart delivered Mode-7 racing; F-Zero 
melted our faces off with it. 


67: FINAL FANTASY TACTICS ADVANCE 
. <5 Sean 


This incredibly deep strategy game heralded the tri- 
umphant return of Square to a Nintendo platform. 
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co HUB, asm 
59 Mite GBA 2005 
58 Madden NFL 2005 GCN 2004 
57 Contra NES 1988 
sonra a 1993 
Beer ware GBA 2005 
54 Kid Icarus NES 1987 
53 > Mario Kart 64 N64 1997 
52 Meteos Os 2005 
51. Animal Crossing GCN 2002 4 


I can’t tell you how much I would love to see a 
sequel to this game. Please, please, please, 


\ 
€9 Most Influential 
Games of All Time 


5. Tetris 

Russian native Alexey Pajitnov created this 
game from scratch while at work. Falling blocks 
are now synonymous with puzzle games. 


4. Pokémon Red & Blue 

Pre-1998, there were roughly five Americans 
who had heard of Pokémon. in 2005, there are 
only five Americans who haven't. 


3. Super Mario 64 

Mario changed the face of 3-D gaming in 1996, 
not content with having already revolution- 
ized 2-D play in 1985. 


2. The Legend of Zelda 

Zelda delivered an experience unlike anything 
else in its day—you can see the influence of this 
gold cartridge on many a game even today. 


1. Super Mario Bros. 
SMB defined the way the world played games 
for an entire decade, if not forever, 


We'll never truly 
know how impor- 
tant this game was 
to our industry. 


60: STREET FIGHTER Hl: 
THE WORLD WARRIOR 


The fighting-game genre was born the 
moment this brilliantly designed game 
hit arcades. The SNES version brought 
the amazing experience home. 


51: ANIMAL CROSSING 


Tom Nook and Co. became cult clas- 
sics on the GCN when Animal 
Crossing appeared in the fall of ‘02. 
We hope Animal Crossing DS follows 
in its footsteps. 


50: PIKMIN 


A new franchise from Miyamoto is 

always a good thing, and this one’s no 
exception. We hope one day to direct 
Pikmin with the Revatution controller 


3) 


46: METROID: ZERO 
MISSION 


This game did a beautiful job of 
retelling the original Samus adventure. 
{n fact, I'd like to see other franchises 
get this kind of treatment. 


53: MARIO KART 64 


The NP crew ruled at this game. We can’t wait to race 
you on the DS; prepare to be pummeled. 


al 42: FINAL FANTASY: 


If you have all the equipment to play this game four- 
player, it’s one of the best experiences on the GCN. 


Staessen sD 
Mk a eel td A hd te ne 


Probably the strangest of all NES Mario titles—Birdo, 
Mouser and Wart can help attest to that. 


Pikmin GCN 2001 
49 Final Fantasy NES 1990 
The Legend of Zelda: 
48 Four swords Adventures GCN 2004 
47 Pikmin 2 GCN 2004 
b 46 Metroid: Zero Mission GBA 2004 
45 super Maria Bros. 2 NES 1988 
Super Mario RPG: 
44 Legend of the Seven Stars SNES 1996 
| 43° Resident Evil GCN 2002 
} Final Fantasy: 
42 Crystal Chronicles GCN 2004 
41 fire Emblem GBA 2003 
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SEEING THE 
SIGHTS IN 
HYRULE 


In previous months, 
Inside Zelda has 
revealed the surpris- 
ing dynamics behind 
Link's design and the 
wide range of NPCs 
that will populate 
Twilight Princess, but 
ans the characters all 


ATSUSHI need a stage on which 
MIYAGI | to play out their story. 
NINTENDO | That brings us to 
KYOTO landscape designer 


Atsushi Miyagi. His 
aim is to make your jaw drop when you 
see his vistas and environments, and his 
philosophy roots every visual knockout in 
the gameplay. While you're hacking, slash- 
ing and dashing through Hyrule, you might 
take your focus off the background, but 
the relationship between you, Link and the 
landscape is much more intimate than you 
might think. Miyagi ventures into his own 
background to reveal where his design 
philosophy turned a corner—and he 
reveals the fascinating places where he 
finds inspiration. 
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Cultural Shift 

Long before | started work on 
Twilight Princess, and long 
before t even joined Nintendo, 
my head was Ina very differ- 
ent place as a creative person, 
After | graduated from my 
university, where | studied 
fine art, | wanted nothing else 
from life than being a profes- 
sional painter. So | wanted to 
devote all of my time to my 
Craft. | took only contract jobs 
and aimed to cut down work- 
ing hours so that | could paint 
and draw. But then something 
rocked my world. | happened 
across a magazine article 
about one of the major 
Japanese role-playing video 
games, and that article fea- 
tured much of the game's art- 
work, It suddenly hit me; Art 
talent was not only finding 
work in video games; that’s 
where true artistry was actu- 
ally thriving. In those days, | 
didn’t have much knowledge 
about computer graphics, 
except a vague notion that 
they were used to artful effect 
in Hollywood movies like The 
Termunator and Jurassic Park. 
Other than that, | only knew 
that | needed to express 
myself in the Japanese gam- 
ing industry. 

During the time that | 
worked for several game 
companies, mainly as a 
graphic artist, a burning ques- 
tion was working itself out in 
my ming: What Is the true 
meaning of graphics ina 
game? Coming froma fine-art 
background, I was well aware 
that oil paintings, which I'd 
studied in school, were mainly 
destined for display on muse- 
um walls to be stared at by 
people, or for being traded 
among an elite group of con- 
sumers. But game graphics, f 
realized, were in a different 
world. For regular Joes. For 


Atsushi Miyagi is serious about examining the artistry of visu- 
al expression—to the extent that he’s even painted a portrait 
of himself painting a self-portrait! 


gamers. And what should this 
kind of art be like? | eventual- 
ly reached the conclusion that 
game graphics were nothing if 
they weren't synchronized 
with gameplay. That realiza- 
tion led me down the road to 
where | am today, working on 
Twilight Princess as a land- 
scape designer, This role cre- 
ates the design of geography 
and outside environments, 
such as the ground, towns, 
mountains, rivers and castle 
exteriors. While dungeon 
design is often part of this job, 
the Twilight Princess creative 
staff separates these into two 
teams. I'm in charge of the 
field-design team. After 
studying the overall game 
design, our team creates the 
appropriate images that live 


within that philosophy. In 
many instances, | participated 
In that very early game-devel- 
opment phase, where | shared 
some ideas from a visual per- 
spective. Now that we're deep 
into the project, sometimes 
we envision new possibilities, 
and we feel free to bring 
those into the larger picture 
for consideration by the game 
designers and programmers. 
While people might think 
that creating graphics Is the 
toughest part of my job, 
what's far more difficult is to 
adapt our landscape designs 
to changes in the overall 
game plan. When you're play- 
ing a game, these changes 
aren't exactly obvious, For 
example, if the game needs a 
certain new kind of enemy 


a yy 


they weren't synchronized with gameplay. 


Th ATTY Pas 


In 2-D Mario games, the hero reaches new heights via blocks; 
in Super Mario Sunshine, Miyagi had new solutions. 


character, which always 
brings new programming 
challenges, we designers may 
need to rethink the land- 
scape. | might have been con- 
juring square or triangular 
houses, but suddenly the new 
enemy might need a circular 
shape for its gameplay. The 
back and forth is sometimes a 
headache, but ultimately the 
gameplay is the mast impor- 
tant consideration, Thus, the 
round house wins out. 


The Lay of the Land 
During the five years that I've 
been working for Nintendo, 
I've worked on Super Mario 
Sunshine, The Legend of 
Zelda: The Wind Waker and 
Pikmin 2, which each featured 
very different landscapes, all 
of them boldly imagined. 
Super Mario Sunshine was a 
fascinating project. The early 
direction was that the game 
ought to have a natural look. 
Yes, the game would have 
much fantastic detail, but all 
of its images and objects had 
to be grounded in the real 
world. Now here’s the conun- 
drum: In a 2-D Mario game, it 
doesn't look strange to see 
bricks floating in midair. But 
In that 3-D Mario game, we 
didn’t want to have a big pile 


of blocks defying gravity in 
the middle of a town, for 
instance. | had to wrap my 
mind around all sorts of 
design puzzles like that. 
Bianco Hills was my favorite 
landscape to create, since | 
needed to go back and forth 
with many possibilities before 
| came up with the perfect 
env ronment. 

In our creative processes, 
sometimes inspirations strike 
like lightning, and other times 
we have a general sense of 
what we want to do, but not a 
single concrete notion about 
how to get there. In Pikmin 2, 
for instance, everyone agreed 
that we wanted something to 
be crushed when the player 
tossed a lot of Pikmin on top 
of it, and we initially fixated 
on it being a piece of wood. 
We weren't satisfied with that, 
but we knew that we couldn't 
dwell on it. We needed to 
move ahead with other 
designs, so we put the prob- 
lem ona shelf. That’s always a 
danger, right there. What hap- 
pened was that by the time 
we got back around to resolv- 
Ing the crushable-object 
question, we had wood scat- 
tered elsewhere on the game- 
piay landscape. We changed 
the object to a paper bag, and 


Miyagi didn’t want the tunnels in Pikmin 2 to feel dark, so he 


brought many natural elements underground. 


that’s how those ended up in 
the final game. Two more 
Notions that really affected 
the landscape of Pikmin 2: 
Because players went under 
the earth to treasure-hunt, | 
had to design an underground 


space; but since my work 
tends to bury my head ina PC 
all day long, | didn't like the 
feeting of crawling around a 
dark area. So | designed some 
underground zones to have a 
connection to the world 


above, such as one "subter- 
ranean jungle” made of con- 
crete and sand, where | let 
some natural light break 
through a slit in the ceiling 
and let some grass appear 
down below. And then for 
some above-ground areas, | 
wanted to have places that 
felt rejuvenating; so that’s 
why you see areas where 
cherry blossoms carpet the 
earth. 

These dynamics extend to 


leventually reached the conclusion that game graphics were nothing if 


Zelda development, as well. 
For example, if the overall 
game plan says that wood 
can burn, then we need 

to keep wood in mind 
when we design land- 
scapes, since every- 

thing that we design 

as wood-based 

including houses— 

has to be burnable. So 
then we're asked to 
Provide some wooden 
fences that can be burned 
by the fiery arrows; that 1s, 
the fence can't be destroyed 
until the player finds the fire 
bow. Ah, but from another 
direction we've heard that 
bombs can obiiterate trees, 
So then we hit a potential 
snag: Can the wooden fence, 
made from trees, be 
destroyed by bombs, too? At 
the outset of a project, you 
never know when these enig- 
mas will pop up, and some- 
times we can’t move develop- 
ment ahead untit we resolve 
them, In many cases, we do 
leave those as open ques: 
tions and tle them up later. 
Ultimately, which landscape 


For the public’s first look at the new Zelda game in 2004, Miyagi applied his intense touch to 
all of the environments seen in the trailer. 
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Who will say where a journey will lead you if you keep your eyes and mind open? 


In Wind Waker, the Tower of the Gods loomed above the sea 
like a mystery waiting to be cracked—Miyagi’s doing. 


elements are tethered to the 
gameplay, and which are sim- 
ply for atmosphere? The 
question emerges constantly. 
My first stab at the Zelda 
series was on Wind Waker, 
The exterior architecture of 
Ganon's Tower, the Tower of 
the Gods and the courtyard in 
Hyrule Castle were my doing, 
Then for Twilight Princess, | 
Joined the process when we 
were working out the land- 
scape rules with character 
designers. As it turns out, | 
also created almost every: 
thing you saw in the E3 demo, 
which drew upon some of 
those ground rules. While 
Twilight Princess often has a 
dark, sad feeling, that's not 
always the case. Take the 
horseback riding, for 
instance, which is very 
Intense—we really had to 
think about the landscape 
design. Even when speeding 
across Hyrule Field, Link Is 
still constantly surrounded by 
majestic details that evoke an 


While travel used to expose metonew 


epic experience. 

In my opinion, it’s impor- 
tant to maintain the Legend 
of Zelda series at the tap of 
the fantasy genre. Since 
many of the key people on 
the Twilight Princess team 
experienced development on 
Ocarina of Time, it’s totally 
natural from them to be con- 
scious of the Ocarina world as 
they work on the new game. 
But I'm trying not to let 
myself be too trapped by 
Ocarina standards. | feel ! ke 
game development always 
Moves in its own way, like a 
living creature. So, as for 
where the Twilight Princess 
vision will carry us, | can’t say 
until it's taken us there. 

Some may think that 
there's a perfect game-devel- 
opment plan that exists in 
which every single detail is 
nailed down before develop- 
ment ever starts. If you com- 
pared it toa movie, that 
would be like having com- 
plete dialog and complete 


influences, nowit’s spending time with 


AG siwreno0 Powen 


casting just before the cam- 
era rolls. Everything's per- 
fect, but what happens if the 
main actor is injured? The 
whole plan ts in jeopardy and 
the movie may never be 
filmed or released. In game 
development, we must be 
open to trial and error from 
multiple directions; if we try 
to plan everything so it’s 
always perfect on all fronts, 
we'll never get the game fin- 
ished. 


The Landscape of 
His Mind 

Travel has influenced me 
greatly, and I've traveled to 
many places. Once | went to 
Europe for several months 
and did nothing but visit 
museums and study ancient 
ruins. On another trip, | visit- 
ed New York with the inten- 
tion of viewing 20th-century 
art, but after | found that tne 
city’s atmosphere didn't 
agree with me for some rea- 
son, | instead found myself 
wandering down to Mexico 
for along time just to study 
the ancient Mayan ruins. Who 
can say where a journey will 
lead you if you keep your 
eyes and mind open? Long 


ago, | dreamed of minimizing 
my work overtime and pursu- 
ing a career as a painter, but 
Jook where that led me. Yes, | 
sometimes get a little jealous 
when | think of my friends 
who've made it as painters, 
but I never regret where tife 
has taken me. There are 
many rooms ahead of me, so 
to speak; | can fill them all 
with ever-higher creative 
achievements. 

And still life’s journey 
opens my eyes In new ways, 
now that I’m spending much 
time with my two-year-old 
son and not traveling so 
much lately. While travel used 
to expose me to new influ- 
ences, now it’s spending time 
with my kid, who shows me 
how to be amazed by very 
ordinary things. He'll feel joy 
simply when a train is passing 
by. And in game develop- 
ment, | think that it's 
extremely important to fook 
at ordinary things in a way 
that’s easy for everyone 
across the world to under- 
stand, In fine art, creations 
are often founded on the 
strong ego and unique vision 
of the artist; and if the viewer 
comes from a different 


nationality or culture, it 
forces him to study the 
dynamics in the artist's head 
to understand the intention, 
Very egocentric, and not very 
helpful to the viewer. | would 
now prefer to discover same- 
thing from everyone's ordi- 
nary life and elevate it into 
something that amazes peo- 
ple. How does that translate 
to gameplay and game devel- 
opment? That's a difficult 
question, but one that’s 
worth exploring. 

My feelings about travel 
and journeying have a direct 
bearing on my thoughts 
about Twilight Princess, The 
player needs to be impressed 
and constantly surprised as 
he travels through Hyrule, 
which is so enormous in the 
upcoming game. Also, | think 
that we need to always keep 
acertain tension in the air, or 
else players risk getting that 
creeping sense of dullness. 
But I'm scouting the horizons 
of Twilight Princess, looking 
for ways to amaze and inspire 
fans, and to see the Legend of 
Zelda world in ways that will 
take them to places they 
never thought possible. 
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Daily grind got ya down? Authority 
figures crushing your will? Get away 
from it all—far, far away via Wi-Fi-in a 
land like no other in / 

on the DS. 


By Steven Grimm 


¥ “el for you. No matter who you are on this planet— 
whether you're dealing with school, putting up with a 
job or coping with home life—your fabulous personali- 
ty gets dialed down a little more every day, doesn’t it? Maybe 
that’s what explains the magnetism that’s drawn millions of 
GCN gamers to Animal Crossing. It's the exact opposite. Each 
day, players who step into AC’s high-color, high-energy, high- 
imagination world get louder. In a real-time game that runs 24/7, 
and 365 days a year, that volume eventually grows to rock-con- 
cert levels, Now with a fantastically rethunk DS game returning 
to the land of smarty-panted animals, you can finally make your 
own escape from Planet Drab to Planet Fab, But what's the new 
Animal Crossing like? Join us for a walk on the wild side. 


© 2005 Nintendo. 
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Move Up, 
1 But Never 
Sell Out 


Had it with selling your soul? 
Relocate to a better world. 


Who's the boss of you? In real 
life, the answer sucks 99 times 
out of 100. But when you move to 
an Animal Crossing town, each of 
which is unique in the world, 
you're the boss. So you can finally 
sleep late and live large. Making it 
big does take time, but everyone 
starts on an even playing field: no 
cash, a wee house and nothing 
inside worth mentioning, except a 
crappy tape deck. And all new- 
comers are saddled with a mort- 
gage, but it’s stress-free: pay only 
if you wanna (though it is the only 
way to expand your pad). 
Where's all the cash come from? 
Money doesn’t grow on trees, but 
it comes pretty close—whatever 
rings your bell in AC (fishing, bug 
hunting, digging up treasure ora 
billion other diversions), it just 
seems to fall into your lap. You'll 
sometimes get something better: 
stuff. There’s more stuff in AC 
than at the Mall of America, but 
only a handful is available each 
day, so it’s all rare. Shopkeeper 
Tom Nook, a raccoon with plans 
to expand his shack into a megas- 
tore, knows how to keep cus- 
tomers on the hook. Want to bea 
big shot? Simple. Just take it easy 
in AC; play a little each day. 


Stylus Is a Sweeter Ride 
If you're already an AC fan, you want to know what's 
different this time around. From the moment you start 
playing Wild World, one change is obvious: it’s easier 
to live AC via the stylus. Some players ignored some 
parts of the last game, such as typing letters to mail to 
neighbors, since it took too long with analog control 
and buttons, {that’s an 
option in the DS game, 
/ incase you prefer it). 
Your character will foi- 
low wherever you point 
| and will dash to reach 
the stylus tip if it’s far- 
| ther away. 


Gaememe Using tools is just as 
easy. With fishing rod 
in hand, you'll tap the 
water to cast a line, 
then tap again when a 
| fish is on the hook. 
wild World adds a 
view of the sky that 
changes with the time 
of day and holds its 
fair share of aerial 
surprises, and the 
game includes a new 
tool to help you probe 
its mysteries: the 
slingshot. Once it's 
equipped, you'll tap to 
| fire a pellet straight 

| upward. 


al 


| Menu systems are all 


stylus-driven this time 
around. In the GCN 
game, selecting the 
day's load of fish, bugs 
and whatever else to 
sell at the store took a 
little work; on the DS, 
you'll drag items from 
your inventory to the 
sell list, a far faster 
way ta do business 

ry with Nook. 


Downtime Happens Upstairs 


Oo you want to quit playing ) 


for now? s 
i v 


| Inthe GCN game, you had to make your way to your 
| front porch to save. Now you'll hop into bed upstairs 
Instead. Or just push the Start Button—even easier. 
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| Zoo Crew: Larger than Life | it Doesn't 
ce Bite to 
.e | 


3 Make Buds 


os , r | The animals in Wild World 
| are starved for attention. 


em OUTTTERNEIID 


Oon't worry. Lucky, th om 


Tigers maul you, horses kick 


es, Every you in the chops and octopi choke 
as e log on the DS. : * 
ial PE eee you with tentacles—in the real 
of milk, shooting ’ 3 i Ohi but “thetdovei't ween 
every 10 minutes, It's beyond fur world. But not in Animal Tiiteciose ataire ou 
Crossing, where the only thing FS Nev SOU 
Tap-Dancing on the Keys the creatures kill you with is 


| kindness. If they’re feuding 
among themselves, which hap- 
pens often in this latest game, 


ys are a snap. 


inimals still love | they might tear each other apart 
get mail (and the | with gossip. But you? You're gold- 
till know if you're typ: 


en—at least until you insult the 
| critters’ taste in clothing, open 
| their mail or stand ‘em up fora 
date. Even then, they’re pretty 
forgiving. You'll feel like a celeb, 
since the inhabitants will throw 
open the doors of their lives to 
‘aver you, and pry into yours constant- 
about fashion, insects, fossilsor | ly, Like socializin’? There’s almost 
; areinhis obsessions. | 49 end to the citizens’ blabbing. 
But if you’re more of a doer, not a 
Put Words in Their Mouths talker, they'll also ask you to com- 
plete jobs and get wrapped up in 
their obsessions (an extensive 
new part of AC). Either way, 
you'll be doing stuff for them, so 
they'll end up giving stuff—or 
cash—to you. Yet each town is 
more than just a handful of 
neighbors; it also has institutions 
that you'll likely visit each day. 
You'll often hit the pelican- 
managed town hall that doubles 
as a bank, and a huge museum 
| (it dwarfs the GCN version’s) 
Starbucks, Meet the Museum that’s run by an owl who'd love to 
fee with your museum? | get his talons on your precious 
¢ stuff rather than see you sell it to 
Nook. But you have the central 
role: every animal wants a piece 


SE ae font: ayer | 
Le of you. 


Gi Odtn's beara. 
2 


@ Miss Thang! 
| aa 


awe! Did you like typing 
to close 
ith? In the DS 
game, they'll al 


openers 


0 ask you for 


Want some 
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Hore and mora peaele are 
emiracing their inner 
fashion maven! 
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No One’s 
Afraid of 


No small-town thinking! Just 
open-mindedness, 24/7. 


The world doesn’t stand still 
in Animal Crossing. Hour after 
hour, neighbors go about their 
business; day by day, the town 
changes as critters move in (or 
out); week by week, nature takes 
on anew face as trees, flowers 
and weeds grow. But you're the 
biggest catalyst for change. By 
using the tailor’s paint program, 
you can create patterns or grab 
premades to slap on your 

back. Wanna be a pirate? The 
Terminator? The Grim Reaper? 
Swanky, silky or freaky? Your 
call. If you can’t buy it, design it 
yourself, then purchase headgear 
to complete your look. Neighbors 
can adopt your fashions, so you 
might spark a craze. Ona larger 
scale, you can alter the landscape 
by sticking patterns on the 
ground, a big change for AC. 
Want the town to look like a 
moonscape or a cityscape? Or 
would you rather cover it in bling 
or tattoos? Go there. AC also 
invites you to change the world 
in other ways: ax trees or plant 
orchards; compose the town 
tune that pops up all over; send 
patterns up the flagpole; and 
(sweet chaos!) ask other players to 
live in your house and bring their 
own visions to town. 


Paint Stroke of Genius 


The DS version of AC ben- 
efits hugely from stylus- 
driven painting, which 
speeds creation to such 
an extent that you'll find 
it hard to stop making 
patterns. With a variety 
of tools, plus 16 color 
palettes to choose fram, 
any pattern you can 
dream up nearly jumps 
nto your DS, 


At a certain stage of your town’s growth, the new 
hair-stylin’ spot will open up, and the poodle Harriet 
can help find the right ‘do for you. Before she works. 
her magic, Harriet will z ‘ou Questions to get at the 
root of your personality. Depending on who you real- 
ly are, she'll hook you up with the right look. Buzz 
sand other styles~all in 
reen and sitver—are just 


cuts, bobs, spikes, fauxha 


1 range of hues like r 


some of the possibilities! 


Improved Curb Appeal 


Players with agreen 

‘humb rejoice: Wild 

World offers more types 
ms {0 f flowers, plus anew 

watering can to keep gar- 

dens vibrant, 


Four Players, One House! 


Like in the GCN game, 
four players can share a 
town. But on the Ds, 
they'll share the same 
house. One rises while 
others slumber. They'lt 
> the mortgage and 
z space. Although 
the crib can get crowded, 
each player gets storage 
: 4 for upto 90 Items—a 
38) , Me massive DS addit‘on, 


Breaking Up Isn’t Hard to Do 


Players who want to live in a town ona different copy of 
AC no longer need to say goodbye to their character. In 
the ame, you Can port them to other towns. Many 
(but not all) po with you, and the game 
helps you weig ros and cons of a move. 


Wendell’s Hunger for Design 


[4 


{ Hever Mind J Confirm J 
The starving walrus artist, Wendell, traded you fish for 
his carpets las 
unique patterns to add to your stash. 


le around; this time he'll give you 


Joan’s Stock of Turnips 


The DS game brings back the stock-market gameplay 


that centers on the white turnips that the boar Joan car 
ries. Buy low, sell high—that's the challenge. Now she 
also sells urnips that you must plant and water 


raise their value, Miss a day, however, and they'r 


Are You Terrified of Life? 


Then does insurance 


salesman Lyle ha 
great deal for you! But 


a 


the devil's always in the 
details, so think twice 

Lat ma hele you, LET me 
before you sign up. HEL? you, Sign this, Here. 


Aone nom, Mariya wai? oT 


Pascal Goes with the Flow 


World-hopping Gulliver 
washed ashore in the last 
game; now it’s a creature 
with deep thoughts (and 
pockets) that comes on 
the tide. 


Dr. Shrunk Gets Emotional 


Animals in AC wear their 
many em 
Whi 


is on their 
happy, 


flowers; 


sleeve 


therapist, Dr. Shrunk, 
players can finally ta 
into emotional 


Celebrities 
Spread the 
Love 


VIPs give you the time of day, 
plus more, when they visit. 


You're the main attraction, 

but marquee names also swing 
through town, making friends, 
making trouble or making 
money. These critters have 
unique roles, such as returning 
mutt K.K. Slider, who made the 
exclusive list of Nintendo cult 
faves with his howl-punctuated 
jams and the music tapes he’d 
leave behind for collectors (who 
could stalk K.K. for months and 
still not have the entire library). A 
few VIPs come every week (you'll 
be able to set your clock by K.K.), 
but some major playas swing 
through on their own schedule. If 
you play often and keep your ear 
to the ground, you may bump into 
most of them over a few months. 
It often pays off, though in some 
cases (like that of returning VIP, 
Crazy Redd) it’s important to be 
as sly as a fox to get the upper 
hand, Many players entered his 
black-market tent in the GCN 
game, and learned that they could 
walk away ripped off or carry off 
some ultrarare stuff. Buyer 
beware: now that CrazyRedd has 
an expanded role, he’s . .. crazier. 
No matter which VIPs drop by, 
you'll be won over by their sudden 
presence, if not the presents some 
give away, since some of the 
game’s coolest and strangest com- 
modities are brought in by VIPs. 
The most bizarre? Accident insur- 
ance—one of many new things 
players can buy in Wild World. 
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Holidays 
Aren't 
Hellidays 


All the fun. None of the pain. 
AC does the seasons justice. 


Throw a dart at a calendar— 
you'll surely hit a real-life holiday 
that’s been ruined by a family 
grinch. But in Wild World, as sea- 
sons pass in real time, special 
events and holidays meet your 
highest expectations. Events tend 
to celebrate creative expression 
and competition rather than 
mimic North American holidays 
like the GCN version did. On the 
bimonthly La-Di-Day, for exam- 
ple, critters get all American Idol 
on you and perform songs, hop- 
ing you'll select one as the town 
tune. Neighbors spread the mood 
better on the DS than they did on 
the GCN, no longer huddling at a 
central spot, but instead running 
through town, totally hopped-up 
on the holiday vibe. In the 
Fishing Tourney and the Bug-Off, 
for instance, all are on the prowl 
for the largest specimens, and 
they jabber about little else. Some 
favorite events and holidays from 
the previous game, such as the 
New Year’s Eve countdown, and 
the wintry days that see a frosty 
visitor roll into town, join a host 
of new events that will get people 
talking—and not in that vicious 
way that’s sabotaged many a 
special day in the real world. 
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quazle fizzy party 
punch uri | burst , 


| hops from house to 


Flea Market Causes Buzz 


In the DS game, critters \) 


take astronginterestin of 
seeing what’s in your ~ 
house, and vice versa. x 


But on flea market days, om —— 
| stuff obsession becomes pc ae 


official, as everyone 


house in search of good 
bargains. 


Moc, if you 00 
srything You Lika In my 
room let me know, ocr 


Yay Day Spreads Cheer 


Hopper 


Now When you said 
“fanfreakintastic,” did 


you REALLY mean it? V 


On the new Yay Day, animals want their heads filled 
with compliments, and~ with the keyboard—you can 
oblige. Then they'll regurgitate your praise al! day. 


The Corniest Festival Ever 


Some special events, as in the GCN game, send you on 
foraging missions throughout town. In exchange, you'll 
get theme furniture for your pad. During the new 

Acorn Festival, you'll 
scavenge for all the 
acorns you can find, 
then give them to a 

+ bizarre creature that 

rs Se re ce + will give you shroomy 

' V Oot recsTeRIOUs! We stuff in return. 


| The Tournament of Roses 


Since gardening is a more-developed hobby in the 
DS game, the Flower Fest each spring puts every 
citizen's efforts on display. The best garden nabs 
aspecial prize. 


| 


Every Day’s 
aShocker 
with WI-FI 

Every date on the calendar is 
as nuts as a national holiday. 


Ponder this: By the end of ‘05, 
Wild World will fuse a realm of 
AC players via LAN and the 
Nintendo Wi-Fi Connection. But 
what will AC look like by the end 
of ‘06, given that millions of do- 
it-your-way players 
will be visiting each 
other’s towns? It 
boggles the 
mind. 


DS to DS: Coming and Going 
Up to four players can play FR Gentine 
together via local DS-to- a 

DS connection or ares amie 
Nintendo Wi-Fi Connection 

when each has his own | 
game card and DS system. § ~~ eae e! 
In DS-to-DS play, one play- : = 

er acts as the host and \ t R / 
invites up to three other 


nearby players to visit his ane 
town. To start hosting, . 
Cheezy has cone to 
you'll ask gatekeeper ay! Hoo-rah! . 
if vi 


Copper to open your town 

gate, then the other players will ask their gate guards to 
search for all nearby towns that have open gates. Copper 
will list every open town in local range. Once a player choos- 
es his final destination, he'll walk out of his gate and into the 
hosting town. Want to visit other towns instead of host? Ask 
another nearby player to open his gates instead. 


Wi-Fi: Friends Are the Key 


Playing with others via Nintendo Wi-Fi Connection Is very 
similar to DS-to-Ds play: one player hosts; three visit. But 
the host and visitor need to exchange friend cades first. 
You can get your code by connecting to the Nintendo Wi-Fi 
Connection then asking Copper for it. Then when visiting 
with others during OS-to-DS play, you and your friend can 
add each other to your friend rosters by opening the roster 
menu, then tapping each other's name. When not meeting 
a friend in a town, you can both add each other to your ros- 
ters by exchanging friend codes over e-mail or the phone, 
then typing them manually. 


When Players Collide! 


Meeting via Wi-Fi and 
LAN Isa revolutionary 
shift. In the original 
AC, you could go to 
other towns (after a 
long process), but 
you couldn't meet 
players—only the 
in-game neighbors. 
Meeting and chatting 
with other players 
makes Wild World 
more dynamic 


Gunther y 0k, I'm here, I'm here!! 
Cheezy j bhere’s Cal? Is he coming? 


No matter where the players stand in a town, 
you'll still see their comments when they use their 
chat programs. But if you want to use or see the 
full effect of the 
emotions that Dr. 
Shrunk teaches 
players to radiate, 


you'll need to get up 
close and personal. 


The ways that play- 


gize, swap ideas and 
fraternize wilf be 
more unpredictable 
than a house party 
that’s off the hook. 
We won't even haz- 
ard a guess. But we 
expect an invitation. 


ers socialize, strate- 


Surprising Waves of Change 


= AS you travel, your wake 
=, spreads change that hits 


aa both towns. For example, 
a 


Letegere anpedess. 


animals may swap towns 
and take their stuff with 


Hello, cheesebatl! I'm 
from fromeoe Hel, not them. 
Bi vmore. Now Sea from heroi W 


mw ayTeINe}a9 


Traveling animals also 
take their memories of 


players as they move | E 
around the AC world and _— | 
blab about them to any- Hey. ore you friends sith 

one who'll listen. le y 


Mg } F And they'll spread the 
“ styles (visual and verbal) 
f ¢ * that they picked up, plus 
any show off mail. The con- 
tent-migration potentiat 
Feniredoraatic | Thats ; 
kona, uh, is huge. 


v 


nope 


Tag Mode: The Ripple Effect 


Even when you don't visit via Nintendo WFC or LAN, you 
can cause changes in other towns via wireless Tag mode. 
tf you prep a bottled letter (buying the bottle, typing a 
letter then throwing it in the water), then leave your 
game in “steeping” Tag mode, the bottle will wash ashore 
in another town that’s also in Tag mode. You never know 
what player you pass on the street might receive the bot- 
tle, which not only witl hold your message but may also 
release one of your town’s constellations or even a trav- 
eling neighbor (at some later date). And who knows what 
could happen if the bottle is left undiscovered? It may 
wash back out to sea again—via Tag mode—and appear In 
a third village instead, ... 


Wi-Fi Gets Even Wilder 

As Nintendo Power goes to press, more Wi-Fi features 
are still under consideration for Animal Crossing: Wild 
World, We'll have more on the extras in the next issue; 
for breaking details, stay glued to the Nintendo Wi-Fi 
Connection website, which will also help you get con- 
nected to the Animal Crossing community easily -at 
home or out and about. 


Big Brainiae? Black 
* Pack Bart? 
Bull Breaker? yy spill 
When | gee ya, 


You’ve Got 
a Bright 


Most games get exhausted, 
butACkeepsupwithyou. | 


Prepare to become obsessed. 
Millions who lived AC on the 
GCN can vouch that no matter 
what your addiction, AC will con- 
tinue to feed it as months (and | 
real-time years) go by. Ifit’s home | 
makeovers you crave, you'll be | 
questing far and wide to complete | 
AC’s many matching furniture 
sets and the thousands of items | 
that let you constantly reinvent 
your pad. Love the outdoors? | 
Catchingeverykindofbugand | 
fish or digging up all ofthe earth’s | 
treasures takes seasons of play. 
Want to nail AC’s coveted re- 
ere eae wards, such as the golden shovel? 
You'll need to be truly devout, 
pulling off miracles like filling the 
museum’s galleries to the rafters. 
Or do you want to meet every one 
of the animal neighbors that 
migrate from town to town? 
Travel often, because it’ll take 
years for them all to come to you. 
For many, however, their fascina- 
tion is going to hinge on a new, 
radical dynamic: players connect- 
ing to other players. It’s going to 
power a world of spontaneous 
content and communication for 
years to come. But what will grab 
you? Let us know when we see 
you around town. 
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Future = 


Supersize My Manor i 


Ptsi : 
Fa 


Every time you pay off your mortgage, Tom Nook will 
offer to expand your house until it reaches its ultimate 
ich is much targer than in the GCN game. 


size 


On Your Menu Today... 
(4) 


As you catch bugs and fish, they'll be cataloged in new 
menu systems that gtve you helpful facts, such as when, 
it’s best to catch each type again, 


At Long Last, You’re Golden | 
ara 


There are more ultimate rewards in Animal Crossing: 
Wild World than before, such as the returning golden 


shovel, which isn’t just a blingy tool; it’s got true power. 


32 Best Friends? 

You can add up to 32 people to your friend roster, 

but will all of them be worthy to be included in your 

Animal Crossing posse? It'll take time to finesse your 

f list-adding people, 
deleting people—but 
over many months of | 
Animal Crossing trav- | 
el, you'll surely find j 
the 32 friendsthat are =| 
best for you. } 


. a 


FLOWS 


~ 
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acter specific weapons and 


a multitude of items A 


Rocket down 9 world courses 
ina variety of modes including 
slalom and boss battles 


UE TGO8 GOCEOD Sumit 


Pull off insane tricks using the 
Touch Screen or defog your 
goggles by blowing inte 
the microphone 


The Snowboard Kids are back and better than ever. 
Featuring touch screen controls, wireless 
multiplayer competition, new weapons, new 
characters, and a souped-up sense of speed, this is 


the sequel you've been waiting for! 
°"DS 


©2005 ATLUS Snowboard kids 's a registered trademark of Atlus USA 


WWW.ATLUS,COM 
TM.@ and Nintendo DS are trademarks of Nintendo © 2004 Niniendo. The ralings icon is a trademark of the Entertamment Software Association 


EVERYONE 


Mild Cartoon Violence 


ESI CONTENT RATING Wwenientt oy 


r helmets—the 


on you 


new Mario Kart 
take you for awild ride. 


py Chris Shepperd 


days of the Super NES, Mario Kart titles have drawn more gamers 
from more corners of the world than virtually any other franchise 
in video game history. Now the series kicks into high gear with Mario Kart 
DS. And thanks to the Nintendo Wi-Fi Connection, you'll be able to race 
anywhere, anytime with anyone you please (see the Wi-Fi booklet for 
details). This month, we'll get you up to speed on the game’s many 
features, including new tracks, battle arenas and secret characters. 


F ew franchises are as well-known as Mario Kart. Since the way-back 
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MARIO KART OS 
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>| 


Two Killer Bs 


Two new items make their way into Mario Kart DS, and both are derived from enemies found in the origina! 
Super Mario Bros. for NES. Their ancestry may be 20 years old, but the attacks can cause a brand-new type 


of on-the-track havoc. 


Blooper 


With Mario Kart DS, everyone plays on his own 
screen, which makes it much easier to play, right? 
The new Blooper attack takes away this advan- 
tage by covering a player's screen with inky black 
blotches. The best way to deal with a Blooper 
attack is to navigate by the map on the bottom 
screen—it’s not perfect, but it will keep you out of 
most trouble. Also, avoid tricky maneuvers like 
Power Slides when you've been splotched to keep 
from missing turns. 


Behind the Wheel: 


Drafting 


Scien oes ern 
If you can stay right behind another vehicle for 3 
couple of seconds, a blue halo will form around 
your head and you will get a minor boost. But be 
careful—the opponent you're tailing could have 
an item in store for tailgaters. 


Bullet Bill 


There's nothing worse than being at the back of 
the pack and, despite your best driving, being 
unable to catch up. Thankfully, the new Bullet Bill 
item can fire you right back into the thick of 
things. When you use the item, you will not only 
rocket forward into the race, but also bow! over 
any cars you encounter. Bullet Bill won't always 
take you to the front of the field, but it will defi- 
nitely give you a fighting chance of making it to 
the podium. 


Legacy Hardware 


Many of the tried-and-true items of old 
have returned to Mario Kart DS (see the 
box below). The terrifying Boo returns 
after an absence from Mario Kart: Double 
Dashi! with it, you can steal items from 
another racer, as well as become invisible 
for a short while. 


I 
t 
t 
I 


You'll need superior driving skills to get you where you want to go A new tecnnique as well as some classic 


jario Kart maneuvers will have you whipping around the track, and your opponents, n no time flat. 


Jump-Turning 


= 


Power Sliding 


a 


As you approach a sharp turn, press and hold the 
R Button to start drifting, When you release R, 
you'll snap ferward in the direction your car is fac- 
ing. It’s a fast and safe way to whip around tight 
corners. 


while you perform a drift, quickly press left and 
tight several times on the Control Pad. When 
orange sparks fly from your wheels, let go of the 
R Button to get a monster boost. fry to perform it 
multipie times in the same corner. 
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Grand Prix Races 


Nitro Grand Prix 


All of the tracks in the Nitro Grand Prix are new to Marto Kart DS. The Mushroom Cup and Flower Cup are unlocked from the 
start; place first in both cups to unlock the Star Cup, then win the Star Cup to open the Special Cup. 


Featuring quick laps and smooth turns, the Mushroom Cup 
Mush room Cup makes for an easy introduction to kart racing. 


FIGURE-8 CIRCUIT 


Like the name 


CHEEP CHEEP BEACH 


Cheep Cheep Beach is marked with sweeping turns and big 


suggests, this jumps. Clean cornering and well-timed item use are paramount. 
track is in the 
shape of an Right Angle 


eight. Stay alert 
for items on the 
straightaways. 


YOSHI FALLS 
Watch out for the 
waterfalls that 
wash over the 
fower ring of the 
track—they'Il 
sweep you off 
the edge. 


LUIGI’S MANSION 
Use Power Slides 

to boost through 
the swampy for- 
est in the back 
half of this long 
track, 


The first corner is a good place to 
practice your jump Turn. Don’t start 
too late—you'll smack into the wall. 


The Tide Is High 

Use small jumps only when the 
water level is high. If the tide has 
teceded, the yumps will actually 
be slower than crossing over the 
exposed land. 


intricate courses and environmental enemies abound in the Flower 
Cup—practice your advanced driving techniques at every opportunity. 


Flower Cup 


DESERT HILLS WALUIGI PINBALL 
Fireballs, Pokeys Power Slide frequently to score a good time on 
and many Item the winding Waluig) Pinball track. It’s a long 
Boxes dot Desert one—stay focused from the beginning to the end. 
Hills’ bumpy and 
banked land- Feel the Steel 
ee Watch out for pinballs that shoot 

down the track. It's best to stick near 

the track's edge to avoid them. 


DELFINO SQUARE 
Use a Mushroom = 

to boost over the 
canal and short- 
cut the bridge 
Just after clearing 
Delfino Square’s 


Multiball Mayhem 


Once you hit the bottom of the 
course, you'll have to dodge several 


city streets. pinballs as they criss-cross your path. 
SHROOM RIDGE 

Sideswipe oppo- f= Bumper to Bumper 

nents into Weave between the revolving 


oncoming traffic bumpers to be in good p: Nas START 
while navigating you pass the dangerous flippers. 

the twisting 

Shroom Ridge. 


Retro Grand Prix 


In addition to new tracks, Mario 
Kart DS hosts a collection of 
classic courses. Compete in the 
Retro Grand Prix to experience 
the proud lineage of Mario Kart 
DS, including tracks dating back 
to the SNES days. 


Shell Cup 
SNES Mario Circuit 1 
N64 Moo Moo Farm 
GBA Peach Circuit 
GCN Luigi Circuit 


Banana Cup 
SNES Donut Plains 1 
N64 Frappe Snowland 
GBA Bowser Castle 2 
GCN Baby Park 


Leaf Cup 
SNES Koopa Beach 2 
N64 Chaco Mountain 
GBA Luigi Circuit 
GCN Mushroom Bridge 


Lightning Cup 
SNES Choco Island 2 
N64 Banshee Boardwalk 
GBA Sky Garden 
GCN Yoshi Circuit 


Shell Cup 
GCN Luigi Circuit 
= 


rig 


GCN Luigi Circuit revives one of 
the classic early races of Mario 
Kart: Double Dash! Watch the 
map to avoid oncoming traffic. 
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Banana Cup 
N64 Frappe Snowland 


After a few tough laps around 
N64 Frappe Snowland, you'll 
never want to make another 
snowman. 


Banana Cup 
GCN Baby Park 


Don’t take a single corner with- 
out performing a Power Slide on 
GCN Baby Park’s fast, short oval. 


Leaf Cup 
SNES Koopa Beach 2 


Unless you fancy getting a tow 
from a nearby Lakitu, keep your 
kart out of the patches of dark 
water on SNES Koopa Beach 2. 


Lightning Cup 
GBA Sky Garden 
? ml 


— = 
On GBA Sky Garden, risky jumps 


can thrust you into the lead—or 
send you careening off the edge. 


Star Cup 


DK PASS 
Several blind cor- 
ners can make 
DK Pass very dif- 
ficult. Memorize 
the angle of 
every turn. 


TICK-TOCK CLOCK 
Follow the direc- 
tion of the many 
spinning gears in 
Tick-Tock Clock to 
maintain top 
speed. 


How you navi- 
gate the hairpin 
corners of Mario 
Circuit will deter- 
mine your ulti- 
mate success. 


From mountain roads to flying ships, you'll find a bit of everything in the 
Star Cup. Drive smartly, or the difficult tracks will be your worst enemy. 


AIRSHIP FORTRESS 

Don’t let Airship Fortress’s long straightaways fool you—the few corners it 
has are very difficult to maneuver. Watch out for the long corkscrew turn 
right after you get shot from the cannon. 


Pothole Moles 


It’s best to steer clear of the moles 
that pop up from the grates, but as a 
last-ditch measure you can fire a 
shell to wipe them out. 


Rising Flames 
If you’re having trouble gauging 
the timing of the fire pillars that 
sweep across your path, check out 
the bottom screen to get a better 
idea of how far away you are. 


Special Cup 


WARIO STADIUM 
Monster jumps 
and huge pools 
of mud make 
Wario Stadium a 
high-speed tech- 
nical challenge, 


PEACH GARDENS 
Use Mushrooms [im 
to boost through 
the low flower 

beds to make up 
valuable time on 
Peach Gardens. 


RAINBOW ROAD 
Be mindful of 
the edges of 
Rainbow Road’s 
narrow track. 
Don’t let the 
other drivers run 
you off the road. 


As you would expect, the Special Cup features some of the hardest 
courses in Mario Kart. You'll have to use your entire bag of tricks to win. 


BOWSER CASTLE 


Moving platforms and tight turns make Bowser’s Castle extradifficult. 
Most of the time, the middle of the track is the safest place to be. 


Axle Grind 

The rotating bridge will spin one 
way, then the other. Stay in the 
middle as much as possible. 


Round and Round 
Power-Slide around the 
spinning wheel and dodge 
the pillar of flame to find a 
very helpful shortcut, 
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Battle Arenas 


What would Mario Kart be without Battle mode? OK, it'd still be pretty darn good. But when you're looking for a break from 
racing, you don’t have to go far to find one of the most exciting multiplayer combat games you can get your hands on. 


Nintendo DS 


There’s something familiar about the shape of this track. On a field without many places to hide, the best defense 
is a good offense—stay aggressive and seek out your opponents before they can gain an advantage. 


Lost in Space 

The Nintendo Ds battle arena is pretty much just a big 
open square. There aren’t any rails to prevent you from fly- 
ing off the level. It’s not worth trying to ram your oppo- 
nents off the edge—you'll most likely go down with them. 


Sticking Point 

The karts can drive from one half of the DS to the other 
only by crossing the DS’s hinge. Take away an opponent's 
escape route by trapping him on the bottom screen before 
he crosses the hinge. Remember to stay out of the crease 
yourself, as well. 


Twilight House 


\t’s difficult to keep track of where you are among the large, connected rooms of the Twilight House, and getting 
off clean shots inside the tight confines of the arena is a challenge. Keep moving to give would-be attackers fits. 


Tight Squeeze 
The outer rim of the arena doesn’t have any rails, making it 
a dangerous place to hang out. Hunt down enemies hang- 
ing out near the edge, but don’t overpursue them anoth- 
er enemy could come by and knock you off just as easily. 


Stay outta the Corner 

Since it’s so easy to drive yourself right off the edge of the 
map, don’t even try to pick up the Item Boxes in the arena’s 
corners. Not only are you likely to fall into oblivion but the 
dead-end corners make you an easy target for opponents. 
Stick to the Item Boxes in the middle of the house. 


The rolling sandbars of Palm Shore make it deceptively difficult to keep track of your opponents. Use your map to 
keep track of your enemies, as well as to seek out temporary safe havens away from your opponents. 


Water, Water Everywhere 

Keep an eye on the tide as it fills the interior of the arena. 
When you try to drive through the deep water, you will 
slow down, making yourself an easy target. The lower- 
screen map shows the current water level. 


Central Authority 

While it’s not often a good strategy to stay in one place for 
long, Palm Shore’s central island ts an exception. With 
plenty of Item Boxes and a view of the entire level, you can 
stay in the middle of the island and pick off enemies from 
a distance. 
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Tart Top is the dessert after all the other Mario Kart DS goodness. The high-speed confines of the arena make for 
very aggressive battles. Your map won't be of much help—just trust your instincts and stay on the attack. 


Jump for Joy 

The only Item Boxes are high above the center of the bat- 
tlefield. When going for an Item Box, point your wheels as 
straight toward the top of the screen as possible—if you're 
alittle sideways, you might not boost high enough to 
teach the ring of boxes. 


Screen Cream 

Avoid the giant strawberries and dollops of cream around 
the level. If you run into them, they'll splat your screen 
with yummy frosting. Delicious? Yes. Dangerous? Even 
more so. Though not as bad as a Blooper attack, your 
obscured vision can still be a terrible hazard. 


Bi lo k Fort One of the legendary battle arenas from Mario Kart 64 returns for more action. On a big battlefield like this, your 
Cc lower-screen map will be your best friend—don’t let your opponents get the jump on you. 


Gift from Above 

Toss shells and bombs down on your enemies from one of 
the high spots around the level—they’ll never see ‘em 
coming. Better still, by the time they find out what hit 
them, they won’t be able to retaliate. 


Down to the Crossroads 

Blind corners are always a great place to hte in wait for 
unsuspecting opponents. The central intersection of the 
Block Fort can be especially dangerous. Keep an eye out on 
the map both for approaching enemies unaware of your 
position and for opponents sneaking up behind you. 


Most of Pipe Plaza’s fierce action takes place just outside the lower pipes. Stay on the mesh platforms above the 
tray and take down your enemies with a hail of shells and bombs. 


Duck and Cover 

The two-way warp pipes connect the upper and lower lev- 
els of the arena. Use them to your defensive advantage. 
Stay near them, and when an enemy shell approaches, 
duck into a pipe to shake it off your tail. 


Down Under 

There aren't many places to hide in the small arena, so you 
gotta take cover where you can. Stop underneath the 
ramps in the middle of the battlefield to survey the action. 
But, as always, when you're lying in wait keep an eye on 
your map to avaid getting blindsided. 
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Unlockables 


Experienced Mario Karters will want to jump straight to the 150cc class, but don’t overlook some of the awesome unlock- 
ables available at the lower speed classes. 


50cc: Sunday Drivin’ 


The competition might be easier at the 50cc level, but the unlockables are 
just as sweet. Beat both cups to unlock a couple of classic characters. 


(Nitro) pem Bones, Dem Bones, Dem Dry Bones 
If you can grab first place 
on the 50c Special cup, ry | SETA CHARGER 
Bones will be availableto. | [7 
face. He might not be the 
quickest racer, but his 
impressive acceleration will 
get him going again after 
taking a direct hit froma 
shell or a banana. 


Driving Miss Daisy 


To unlock perennial Mario 
sports all-star Daisy, finish 
the 50cc Lightning Cup in 
first place. She’s a very 
well-balanced driver over- 
all, and her remarkable 
drift ability will get you 
around tight corners in a 
hurry. 


100cc: Weekend Warrior _ 


The action’s heating up! Use one of the newly unlocked racers to open up 
Luigi’s arch nemesis, as well as some sweet new wheels. 


One More for the Road 


After your first number-one 
finish in the 100cc Special 
Cup, every driver will have 
one extra vehicle at his dis- 
posal. Experiment with dif- 
ferent vehicles to find one 
which best matches your 
driving style. 


Retro Purple Power 


Once you've finished the 
100cc Lightning Cup for the 
first time, you'll be able to 
race as the dastardly 
Waluigi. Waluigi is a bal- 
anced driver, but tends to 
fun a bit heavy. If ramming 
opponents isn’t your game, 
you might be better off 
with another driver. 


150cc: Speed Demon! 


With a few races under your belt, you're ready for the big time. Hit the 
150cc cups to open up a bunch of new karts, as well as a new way to run. 


Witro) Magnificent Seven 


After you top the competition in either the 150cc Special Cup or 
Lightning Cup, a total of seven vehictes will be available to each driver. If 
you skipped finishing 100cc mode, you'll earn the kart you would have 
unlocked. 


Mario in the Mirror 


Finish both the 150cc Special and Lightning cups in first 
place to open up a new class: the 150cc Mirror class. 

As the name suggests, all of the tracks will be mir- 
for images of the originals. 


Further Reflection 


A few more secrets unlock once you've finished Mirror mode, but we'll let 
you see those for yourself. Let’s just say that one of the unlockables will 
“stack up” against the competition quite nicely. You've got a long road 
ahead of you, so start practicing! 
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The dead-end street where the Eds live is a_= de-sac. 


Eddy knows the secret recipe for the El___ Stink Bomb. 


Go to www.midwaycartoon.com | 
and enter the secret code 
from above to unlock 
more Mis-Edventures. 
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TAPPED OUT? 


We understand. 


Being broke is no joke, but you 
shouldn’t have to sell your precious 
bodily fluids for game money. 
Hit Game Crazy for the best deal 
on trades and used games. 


> LARGEST SELECTION 


OF NEW, USED AND CLASSIC 
GAMES AND CONSOLES 


> BEST DEAL ON TRADES 


IT’S A GUARANTEE 


> TRY BEFORE YOU BUY 


ONLY GAME CRAZY LETS YOU 
PLAY BEFORE YOU PAY 


Hit GEMaseRNeen for a store near you. 


vi may be the best Tony Hawk-title player amon: ircle 


of friends, but how do you stack up against ail of the world’s 
skate fans? You're about to find out. The DS ion of Tor 
Hawk's American Sk8land interfaces with the o Wi-Fi 
Connection to create a community of s nnabe' 
The best of the best show up on instantly updating 
board that keeps track of accomp! n each of th 


seven 3-D levels. So, how do you bec one of the high-flying 
elite? Scout the locations, pick a scoring specialty (ground, air 
arted with the 


EVERYONE 
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THE LING 
Big tricks with lots of multipliers will send you into the scoring stratosphere. It’s all about 
sustaining a trick and making plenty of moves in the middle to increase your point total 
exponentially. But don't get greedy. If you bail during a blockbuster, your efforts could go 
to waste, leaving you with a spectacular goose egg. 


THE MISSING LINK 


How do you keep a good thing going? The secret to any combo is in linking tricks. When 
landing on a quarter-pipe, press X or R to revert. You'll transition into a manual automat- 
ically. When your two-wheel trick begins to lose momentum, press L and left or right to 
move to a bert slide. Grinds are aso great links, as long as you can find a line. 
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BUILDING CHARACTER 


When you select the View Stats option in the Progress menu, you'll see your current 
standing in eight skill categories, Highlight each category to see what you need to do to 
reach the next level. Then dedicate a few runs to pumping up your numbers. 
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TOUCH AND GO 


By filling the Special meter, you'll enable slow motion and special 
moves that you can trigger by the touch screen. You'll start the 
game with a single special-move icon and make two more appear by completing 20 then 
40 goals in Story mode. Make special moves the cornerstone of any big combo. 


WIPE OUT, CLEAN UP 


In the Tony Hawk's Pro Skater titles, big bails 
left you with nothing but a bruised ego. But 
the introduction of the Freak Out has allowed 
you to recoup some of your lost points. Touch 
the three meters on the lower screen when 
they're full to maximize your score. 


TIME-OUT TRICKERY 

Classic mode 1s home to Wi-Fi scoreboard sessions. If you're going for an overall high 
score, It’s Imperative that you ride past the two-minute limit. Start a trick with seconds to 
go and keep linking moves. The session will continue as lang as you sustain the combo. 


Big-air moves and high-scoring combos are reasans to crow in 
Sk8land. The Nintendo Wi-Fi Connection works with Activision's | 

Sk8land website (www.american-sk8land.com) to let youspread i 

word of your accomplishments. It offers two scoreboards, man- 

ages head-to-head play between friends and randomly selected 
' participants, and allows you to share artwork and replays with 
the Sk8land community. 


—— 


SHOW THEM HOW YOU ROLL 


A head-to-head session (using a local or Wi-Fi connection) lasts 
as long as both players are willing. Call out a mode, then outper- 
form your opponent ina single trick, a combo or a timed run. | 


| LORDS OF THE BOARDS 


After you've blasted through a few Ctassic-mode sessions (either 
connected to the server or not), you'll want to see how your 
accomplishments stack up against those of others. Upload your =f 
data then scan the scoreboards for your name. 


— = ee 


RUSS 


UPDATE ¢ TOM ART 


DEAL FROM ALOADED DECK 


BB inthe Tony Hawk tradition, Sk8land includes a deck-art and 
graffiti-tag editor. You can upload your custom designs to 
Activision's website via the Wi-Fi Connection and download 

J works from other players. 


q Even after you’ve mastered all of the game’s Story-mode goals, 


you'll have a chanice ta take on new challenges. Every time you 
upload your stats, you'll grab the latest downloadable goal. 
Activision plans to offer a new goal every month. i 


| IT’S GOOD TO HAVE GOALS | 
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WHERE THERE’S Al 


The world is your skate park. If you're going for grinds, look 
for ledges and wires. tf manuals and flatland tricks are your 
style, search for open spaces. If you want te twist ang flip, } 
seek out facing quarter-pipes. The following pages single 
out some of our favorite places to score big combos in each 
of the game's levels, as well as some trick-location recom- 
mendations from the game designers at Vicarious Visions. 
Play Story made first to unlock the special moves and skate 
without a time limit. Then try your hand at Classic mode. 


HOLLYWOOD 

Pools are fantastic for pulling off encless grinds and linked 
air tricks. The closer the edges of the pool are to each other, 
the easier it will be to link tricks without losing momentum. 
Points A and B mark two pools that you can reach by pulling 
off R-Button-triggered spine transfers, Path C is lead 
designer Leo Zuniga’s favorite combo line. As the session 
begins, grind the first guard rail (it’s just left of the starting 
point). Ride it around the corner, then transfer to the two 
sets of bleachers in succession. Land into a manual, grind 
the next set of guard rails, manual, then fly off the quarter- 
pipe and grind the wire to the left to go around the theatre. 


BEVERLY HILLS 
Beverly Hitls has a lot of quarter-pipes, street-level 
grinds and roads for flatland tricks, but for easy 
access from the starting point (a must in a timed 
run), the Welshore Hotel roof is the place to go. 
Designer Joseph Cecot recommends that you spine- 
transfer onto the roof from the quarter-pipe near 
the main door. Once you've had your fill of air tricks 
off the rooftop quarters, grind one of the hotel 
ledges to the right. Ollie at the end and grind onto 
the power lines for a trip around the level. 


DOWNTOWN 
Down the railroad tracks and over the Italian flag, you can spine-transfer into a rectangular roof 
with quarter-pipe lips (point A). A smaller roof is accessible via spine transfer over the front of the 
duilding at point B. If you want to improve your manual and grind skills, turn left from the start, 
grind onto the sidewalk near the trash containers and follow line C. One of designer Marc Janas's 
favorite types of tricks is the flip (hold A or Y, then double-tap a direction). Flips require big air, 
which you can grab from the spines and ramps near the fountain (point 0). 
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VANS 

The sign of a superior place for air tricks is two long quarter-pipes that 
face each other. You'll find such a location at point A in the Vans skate 
park. As long as you can sustain momentum, you'll get huge air for elab- 
orate grab, flip and spin combinations. The pool at point B is oddty 
shaped, making it difficult ta chart a path when you're moving quickly, 
but the tall walls are terrific for reverts, When you grind along the edge 
of the pool, allie over the shallow end and continue your grind on the 
other side. Line C Is one of the longest continuous rails in the game. it’s a 
good avenue for the Round the World goal in Story made, which asks you 
to go from one end of the park to another in a single combo, 


Ps IMO 


EAST LA 

Hf you stick to the roads, the pool in East LA is easy to miss, The best way to reach the rooftop rectangle (point A) is to 
spine-transfer from the quarter-pipes below it onto the roof of a neighboring building, then hop ramps and follow the 
path. The pool is shallow and narrow~fantastic for air tricks strung together by revert-triggered manuals, Producer 
Dan Wallace is a big fan of the spine transfer because it gives you lots of air, and flips over transfers look great in 
replays. He suggests that you transfer over the Boxcar gap (point B), then revert into a manual and transfer over the 
Sierra gap (point C). 
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The muttilevel island prison in the San 
Francisco Bay is a complex series of 
windy paths, broken rails and ledges. 
You'll take more than one dip in the 
drink as you attempt transfers over the 
walls. It’s an exciting but dangerous 
place to try long grinds. Since many 
players might find the area to be a tricky 
skate and since there's a different score- 
board for each area, the level could be 
your place for scoreboard dominance. 
The obstacle-free yard at point A has tall 
quartes-pipes for your air-grabbing 
pleasure, and the square enclosure at 1 ~ 
point B will let you string together tricks s : oem Hb cae (ETL i = op 
and manuals before you go on an end- i . 3/5: WAJSAENa Ty Hey 4 
less grind around the perimeter. 


2a 


WAR 
You have a say over the nature of some of the pieces inside the warehouse as you purchase 
them in Story mode, but other parts are permanent fixtures, such as the spine and quarter- 
pipes at point A. There’s no question why one of the Story-mode goals is to rack up big points 
off combos in the area. Even if you're off target on a landing, you'll likefy hit the next ramp. 
because of their lengths. You'll have to build a lot of speed to get up to the girder grind repre- 
sented by line B, but it wil! be worth it. When you have enough height, transfer onto the gird- 
er and ride it as far as you can, pulling off kick flips and heel flips along the way. When you get 
to the end, drop into a manual and ride that up a lip along the edge of the room to cap off the 
sequence with either a grind or a lip trick. 
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PLAY AS ALL FIVE KIDS NEXT DOOR OPERATIVES! 


rather masterminds an erctic prison break to free some of the most . 


notorious and nasty villians the kids have ever battled! 


(ras Wexre Goon i 


(CODENAME: KIDS NEXT DOOR — printer ager san lt pala ab err inc. Global Ster Seftware, Inc. Is a wholly owned subsidiary of Take-Two lmeractivs Seflwars, Inc, Global Slr Soktware, the Gobel 
‘Star logo, Take-Two Interactive he A Taka2 Company logo are af tradernarks of Take-Two IntracSve Sere. Developed by High Vokage Sofware. “PlayStation” and the “PS” Farwily lego are registered trademacks 
. - - e 4 


Inthe US. nt couris da ud una Tes Fo Mit. Th regs ans regard remark oe Eheraad Sree 
CARTOON NETWORK, lego CODESOM: KOS WEXT DOOR anal end arse Sc amonts are Wadernarks of 
(805) . 
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OFFICIAL SWEEPSTAKES RULES: 


(NO PURCHASE NECESSARY. PURCHASE WILL NOT IMPROVE 
‘ODDS OF WINNING. Only iegal U.S. or Canadian residents 
(excluding Puerto Rico and Que#ec) who are not employees ef 
intend of america inc. 'Sponser”) or its affiliates (or their 
inmmediate farses) are eligibe te enter. Vald where prekitit- 
ed. Te enter, elther Fill aut and mail in the Player's Poll entry 
form er print your name, address, telephone wumber and the 
words "Wi-Fi Connection” an a4" x 6° postcard, and rmall the 
entrytothis address: 


NINTERDO POWER 
PLAYER'S POLL VOL. 199 
BO, BOX 97062 

REDMOND, WA 98073-9762 


‘One entry per household, Te he eligible to win a prize, eatries 
must be completed and received by Spansor by 1/2/06 (“Entry 
Deatiline”). Sponser is net responsible for: (a) late, lost, illegi- 
ble, ar misdirected mail; (&) disruptions or darmages due te 
events beyand Spansor’s control; ar (c) printing or typograph- 


ical errers. Entrants consent to being placed an a mailing list 
fer premotional materials. On or about 1/20/06, winners wil 
ibe randomly érawn from all eligible entries received by the 
Entry Deadline. Canadian entrants may berequired to cerrect- 
iy answer a timed skill testing question to claim 2 prize. 
Speasor will attempt te watity wlaners ky mall by 2/20/06. 
Prizes not claimed within 14 days after notificatien ar wich 
areundeliverabie will be farfeited and wil nat be awarded to 
an alternate winner. Untess prahibited by law, winners con- 
sent te Sponser's promotional use ef their names, likenesses 


and other personal information without further compensa- 
tion. Odds of winning depend on tetat number ef eligible 
entries received. Many wil enter, a tetal of 85 will win. Ro 
transfer or substitution of prizes permitted, except that 
Sponsec may substitute a prize af exual or greater value far 
any prize. Far acopy of these rules, ar (after 2/20/06)a list of 
‘winners, send your request to the address above. VT residents 
may omit return pestage. Grand Prize: Ter (10) wirners will 
each receive a Marie Kart DS Bundle, which includes a copy of 
Marke Xart DS and the Nintendo DS video game system, a copy 


10 WINNERS 

The Wi-Fi world’s kicking 
into high gear with the DS’s first three 
Wi-Fi games! Win the Mario Kart DS bun- 
dle (which includes the new Hot Rod Red 
DS!) plus Animal Crossing: Wild World 
and Tony Hawk’s American Sk8land, and 
you'll be ready for action! 


25 WINNERS 


Lock fenders in Mario Kart DS? Roam around 
Animal Crossing: Wild World? Hit the half- 
pipe in Tony Hawk’s American SkSland? Win 
your choice of one of the Wi-Fi games! 


'M READY i 
WIESE 50 WINNERS 
{ Anew year, anew Nintendo 
! dg Power T-shirt! Nab one 


of the first NP tees 
hot off the presses 


my Hawk's American SkBland fer the BS, a copy ef ——_parent/legal guardian om thelr behaff.allprizesareaward- cialis, cests, Injuries, losses er damages incur causes beyond 's contral affect the EVERYONE 


‘Sponsor’ 
teen crossing: Wid Word forthe Sanda Nintendo Wi e0"AS1S" and WITHOUT WARRANTY OF ANY KIND. Winners nection with the ‘Sweepstakes: sane nate administration of the Sweepstakes or Sponsor 
Fi USB Camnectr ApprotivaeRetalYaue(ARV)f Grand (and fwinergamisar his Ke parent/legal guardian) related personal nary death dumageto property and otherwise becemes (Is sole elcetio) 
prize packages $250.00 exch. Second Prizes Twenty-five may be reured to execate an affidavit of eligi and of publicity or privacy). IF YOU ARE A MINOR, incapable ol 


rights running the Sweepstakes as 
(35) winner wil exc receive thelr choice of a copy ef release of ally 2s a condition of award. Aida nat PARENTS, DR LEGAL GUARDIANS AGREE TO INDEMMIFY pian ea ogre wee Rules deemed 
Mario Kart DS, Tony Hawk's American SkBiand, or Anirsal _returwed to Sponsor within 20 days after rotcewltresalt.EACHOFTHERELEASCD PARTIES FROM ANY SUCH CLAIMS, Unenereahie wil be enereed fo the extent 
Ceosing Wd Word video ameter the MatendoDs ARV: Inpieferfetoe. By entering yu(andityeusreaminor, COSTS, NJURES LOSSES OR DAMAGES SUFFERED RY YOU. _pesibe andthe remainder f these ules 
$25.00 each. Third Prizes: Fifty (50) Th vltnacs year parents or eal arias) release Sponsor Is par. Entrants agree tebe bound by these Males and Sporser's_wilremal nef. The Sweepstakes and al 
Mil each recalve 2 Mtendo Power Far ARV $1000. Ent and thera dl fs, officers and employees _decislons, which are nal. Sponser may change these Rules _accormparying materials are Copyright ©2005 
ach. Prizes won by minors will be awarded te a (collectively, "Released Parties") fromany lahllity ferany andar suspend or cancel the Sweepstakes at any time if ry WIntesdo of America Inc. 
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The Final Frontier 


As FINAL FANTASY !V Advance looms on the horizon, we take a closer look at 
the resurrection of one of the greatest RPGs of all time. 
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©1991, 2005 SQUARE ENIX CO., iT! 


By Andy Myers 
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n1991, FINAL FANTASY II (known as FINAL FANTASY IV EZ in Japan) was 
released for the Super NES. Its innovative battle system and epic storyline 
altered gamers’ perceptions of what could be achieved in a video 
game. Now, for the first time on Nintendo hardware, Square 
Enix is bringing the full version of its classic RPG, along | 
with a handful of extra features, to North America 
in the form of FINAL FANTASY IV Advance. 
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After being banished 
from his homeland, 
Cecil the Dark Knight 
embarks on a journey to 
Jearn the truth about his 
dark past. 


Golbez > 


As the new commander 
of Baron’s Red Wings, 
the mysterious and 
powerful Golbez will 
stop at nothing to 
destroy Cecil. 


A Tale of Redemption 


FINAL FANTASY IV Advance begins at the dawn of the 
invention of airships, when an unknown evil is aver- 
taking the land. Vicious monsters are everywhere, 
and the worid is at its knees as the the once-peaceful 
monarchy of Baron preys on weaker nations. Baron's 


king rains fire on innocent villages with mighty fleets 
of airships, searching the world for four ancient crys- 
tals and destroying anything that lies in his path. 

Unlike its three predecessors, FINAL FANTASY IV 
puts you in the shoes of an antihero, the Dark Knight 
Cecil. At the start of the game, Cecil is the command- 
er of Baron’s most powerful and infamous fleet, the 
Red Wings. After unknowingly killing the mother of a 
young Summoner named Rydia at his king’s order, 
Cecil sets out to right the many wrongs he has com- 
mitted and to stop the king. Ceci! will face many 
dangers on his journey, including Golbez, Cecil’s suc- 
cessor as commander of the Red Wings and a dan- 
gerous adversary. If the Dark Knight is to succeed, he 
must face his past, which is even more frightening 
than Galbez. 
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Standing the Test of Time 

Many NES owners played the original FINAL FANTA- 
SY, but it wasn’t until the release of FINAL FANTASY II 
for the Super NES that a host of young North 
American gamers, including myself, became hooked 
onthe series for life. The game's style was similar to 
its predecessor's, but something was altogether dif- 
ferent about FFI. it was immersive on a level that no 
console game before it had been, and it set the stage 
for many great games to come. 

With the upcoming GBA release of FINAL FANTASY 
lV Advance drawing near, FFIl fans of old can now 
play the full version of the game (known as FINAL 
FANTASY IV), while fans new to the series can experi- 
ence the brilliant saga for the very first time, When 
FFIV was created in Japan more than 13 years ago (in 
the 32-bit era), graphics alone could not drive the 


= 


game-it relied heavily on its plot to hold gamers’ 
interest, The epic story, intriguing characters, and 
emotionally charged dialogue of the game hold their 
own even when compared to curvent RPGs. 

FFIV was the first in the series to introduce real- 
time elements into a turn-based fighting system. As 
you battle random enemies with Cecil and his party 
members, there is a slight element of urgency when 


Kain > 


Having been raised 
alongside Cecil by the 
king of Baron, Kain 
must choose between 
allegiance to his home- 
land and loyalty to his 
longtime friend. 


choosing your attacks—your foes will not just wait 
their turn to attack you. The system may appear sim- 
plistic to Seasoned RPG players, but it is incredibty 
well-balanced. And as you progress through FFIV 
Advance, the bat system becomes more compli- 
cated as your characters build their skills. 

Each character 1s cleverly tied in to the main char- 
acter’s hildhood friends Baron, 
Kain and Rosa, will all play integral roles as Cecil 
struggles with his allegiance to his homeland. Rydia, 
the young Summoner from Mist, must forgive Cecil 
for destroying her life and join him on his quest. And 
Edward the Bard will aid Cecil as he seeks to 
avenge his lost love. Many other memorable 
characters will join the cast as Cecil's jour- 


isting story. Ceci 


ney continues. 

FFIV Advance !s a lengthy RPG, 
even by today’s standards 
The original version of the 
game clocked in at 
about 40 hours of 
play time. With 
the additional content that Square Enix has added to 
the GBA version (see page 80 for a detailed b 
down of new features), FINAL FANTASY IV Advai 
will keep fans entertained for a long time. 
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A Series Like No Other 

The breadth of the FINAL FANTASY series is unparal- 
leled. Almost every FINAL FANTASY game takes 
place in its awn world, with its own characters and a 
unique story, The core titles in the series have 
blazed the trail for the RPG genre, and spin-off 
games such as FINAL FANTASY Tactics and FINAL 
FANTASY: Crystal Chronicles have broken out of the 
traditional turn-based RPG mold and introduced 
innovative new gameplay methods. In all, more than 
20 different games bear the FINAL FANTASY name. 


Though each entry in the series is unique, many 
contain elements that are undeniably FINAL FANTA- 
SY. Cid, for instance, usually makes an appearance, 
and he usually has something to do with airships. 
Ostrich-like creatures known as Chocobos are 
another FF staple—parties can ride them across a 
game's overworld to avoid random monster encoun- 
ters. And the illustrations of Yoshitaka Amano (as 
seen throughout this article) are a beloved FINAL 
FANTASY tradition. 


4 Cid 


Cid, Baron's airship 
mechanic, is like a 
father figure to the 
lovely Rosa. 


DO THE MATH 


Even skilled mathematicians have trou- 
ble understanding the FINAL FA. 


years, Square Enix has adopted the true 
game titles for all of its new North 
American versions of the games. We'v 
outlined the history of the GBA FINAL 
FANTASY titles (not including the 
recently announced FINAL FANTA 

V & VI) to clear up the confusion, 


FINAL FANTASY 
NES 1990 


The game that started 
it all, FINAL FANTA 
Ss ‘oduced NES 
players to the series 
that defined the RP¢ 
genre as we know it 


were beautifully 
‘ed with new fea- 
nd updated 
phics for the GBA 


in 2004 


FINAL 
FANTASY Ii 


This SNES mas- 
terpiece when 
released in North America was actually a 
modified version of the Japanese title 
FINAL FANTASY IV. The title was 
changed because the true FINAL FAN- 
TASY II, as well as FINAL FANTASY III, 
were released only in Japan. FINAL 
FANTASY III has yet to hit North 
American shores. 


FINAL 
FANTASY IV 
AaianICe 


The full version of 
FFIV appeared for the first time in 

North America on the PlayStation as part 
of the FINAL FANTASY Chronicles col- 
lection. FINAL FANTASY IV Advance, 
slated for release on December 12, com- 
prises the complete version of FFIV as 
well as some additional content, which is 
revealed in detail later in this article. 
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FINAL FANTASY WV Anew 

When Square first released FINAL FANTASY IV in 
North America and dubbed it FINAL FANTASY II, It 
was a pared-down version of the Japanese game, and 
the difficulty ievel had been reduced slightly. FINAL 
FANTASY IV Advance contains the complete version 
of FFIV, but it s much more than a port of the 2001 
PlayStation version. Square Enix has added features 
that are exclusive to FINAL FANTASY IV Advance. 

The biggest additions are the new dialogue and 
areas. An all-new 50-level dungeon will be accessible 
exclusively in FINAL FANTASY IV Advance. Also, a 
training dungeon now appears near the end of the 
game—it may sound odd, but it’s extraordinarily use- 
ful. tn all previous versions of FFIV, you were stuck 
with a predetermined group of five party members 
to take into the final area. In the GBA game, however, 
you have the option ta reunite with any living party 
members, and it's up to you to decide which ones will 


accompany you to the finai boss; 
the training dungeon allows you to 
level up weak units before tossing 
them into the fray. Even the dia- 
logue will change depending on 
which units you take to the final 
fight. 

A few fun but less-substantial 
additions round out FFIV Advance: 
a complete bestiary is now avail- 
abie from the Start menu—monster 
info unlocks as you encounter the 
beasts inthe game and anew music 
player allows fans to listen to their 


favorite portions of the game's CY 4 
remixed soundtrack on 
command. j 
(a) 
X D 
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~ Edward « 


After witness- 
ing the death 
of his love at 
the hand of 
Golbez, Edward 
the Bard vows 
to avenge her. 


Tellah: You love hin 


idee. 
The Final Countdown 


With only a few weeks left until the release of FINAL 
FANTASY IV Advance for GBA, NP’s preparing some 
massive coverage of the game for next month's 
Monumental 200th issue. In addition to a critical 
review of the title, we'll be providing readers with a 
miniguide that will include in-depth strategy for the 
game's extra features (including the new 50-level 
dungeon). 

We're eagerly awaiting more news on Square 
Enix’s recent announcements in Japan, including 
FINAL FANTASY V & VI for GBA and a FINAL FANTASY 
I 3-D overhaul for Nintendo DS. (So far, these 
games have been announced for release only in 
Japan.) But FINAL FANTASY IV Advance should be 
pienty to tide over the most rabid FF fan-its fidelity 
to the original and its slew of extra features make it 
the quintessential version of the fan favorite. 
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ATOMIC BETTy” 
50@rs across the galax 
: and onto your : 
ame Boya Advance! 


,& Play with THREE cha ba: ters at Wire same 
time and work toget rrto rid the galaxy 
of evil! Choose From Betty, Sparky, X-§, 
Noah or Paloma. 


THE FATE OF THE ENTIRE UNIVERSE - Desc ags cae 


cosmos with an arsenal of g re 
skills: kung Fu attacks, running slide, 
grappling hook, jet pack and more! - 


© Hurtje throwytespate from the cockpit 
of Betty's Hj atic Sarin: 
Blast through any ee ids oF & 
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Nintendo Power: 
What are your favorite 
pinball video games? 
Adrian Barritt: | played Pokémon 
Pinball quite a lot on the Game Boy 
Color. The other one that goes back 
some time was on the Super Famicom, 
which was Jaki Crush. It has a few simi- 
larities to Metroid in that there are some 
creatures that walk around the table 
that you can crush, and you can make 
shots that head off into a few directions. 


NP: What makes a successful video 
pinball game? 

AB: One of the most fundamental 
things 1s a good underlying physics 
system, allowing you to actually call the 
shats that are on the table. with some 
games it seems as if the table was 
designed by one person and the physics 
system was designed by another. You 
can't even aim and make half the shots 
onthe table. You need a foundation to 
start off with, to make the ball move in 
asufficiently realistic way so the player 
can anticipate what will happen and 
they're not fighting it all the time. On 
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top of 
that, you want a 

fot of variety, strategy 

and things to discover, so every 

time you play the game, there are new 
things that you can try, 


NP: Would you consider it important 
for a video pinball game ta have 
features that you wouldn't find in an 
actual pinball game? 

AB: Not necessarily. When we started out 
doing pinball games, the first games that 
we did were straight simulations and tots 
of people enjoyed those for what they 
were. On the other hand, it’s also exciting 
tohave the flexibility and freedom to 
come up with ideas that you simply can't 
do in the real world. Certainly, having 
done straight pinball simulations in the 
past, we embrace these more-hybrid 
types where you've got creatures to fight 
and upgrades to earn. It just makes our 
job much more interesting. Hopefully, the 
game players will find that too. 


NP: Metroid Prime Pinball adheres to all 
of the rules of real pinball, and it has 
extra elements that really add a lot. 

AB: Indeed; that’s exactly what we set 
out to do. We wanted it to have the 
physics ang abilities of a reat pinball 
game. Then, we looked for additional 
elements that would not only be per- 
fect for the Metroid universe, but also 
suit pinball-based gameplay. It was 
quite an interesting challenge trying to 
think of what would work best and give 
the player variety. 


NP: What lessons did you learn from the 
Mario Pinball Land project that you've 
taken to Metroid Prime Pinball? 

AB: Mario Pinball Land was a big 
departure from what you would call 
traditional pinball. We deliberately 
tried to do something that was very 
different. | think that there were a lot 
of people who reaily liked this idea and 
wanted something new and fresh. 
Some other people who were more 
purists were locking for something that 
was a bit more traditional. We thought 


RICHARD HORROCKS 
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that this time it would be good to try on 
one hand to add new stuff, but also 
make sure that we still had a game that 
appeals to people who like their pinbatl 
a little bit more traditional. 


NP: What does the DS bring to the 
pinball genre? 

Richard Horrocks: The two screens 
allow us to present a viewpoint of the 
game that gives you a much better feel. 
What happened with Mario Pinball Land 
was, in order to get it down to the single 
GBA screen, we had a very forced view 
of the table. People thought that per- 
haps the physics were off a bit, because 
what was actually a long table looked 
short, and they thought that the ball 
wasn't getting alt the way to the back. 
So, having the two screens means that 
we can have a viewpoint that is much 
more familias to pinball players. We did 
have some concerns with the ball transi- 
tioning between the upper and lower 
screens, but as soon as we had the game 
up and running, that proved to be not a 
problem at all. No one has had a prob- 
lem with losing the ball when it moves 
between the two screens. We experi- 
mented with d'fferent sizes of virtual 


gaps, as it were, including having no 
gap at all. When the ball went straight 
from one screen to another, it felt very 
disjointed, almost as if the ball had 
rece ved some sort of boost. So we 
tried all sorts of different spaces until 
we got the one that seemed to be the 
best balance. 

AB: |f the ball is in that region, itis 
immune to attack, 


NP: Another thing that you've been able 
to do, since it’s on the DS, is include a 
Rumble Pak that fits into the GBA slot. 
AB: It's the ideal peripheral to go with a 
pinball game, because pinball is a very 
physical game with the bail bouncing 
around, and to be able to actually feel 
it as it goes around Is great. We're glad 
that (the Rumble Pak’s developers at 
Nintendo} were able to squeeze it into 
the space of the GBA slot. It doesn't 
stick out, 


How did you decide what game ele- 
ments would trigger the Pak to rumble? 
RH: You can’t have it rumble too fre- 
quently, because you'd kind of become 
Immune to It. So, when something sig- 
nificant is happen’ng or when Samus is 
taking damage, the rumble sort of 
immerses the player into what is hap- 
pening on the table. 


NP: You use the touch screen, as well. 
AB: For a while we were really wonder- 
Ing what we might use the touch screen 
for, because it wouldn't seem natural 
for you to put your fingers on the screen 
to control the flippers. But the nudge 
and tilt really work. You put your thumb 
onthe screen and you push it, and the 
whole table moves. If the ball connects 
with that, t’ll get a nudge. You can do 
little gentle nudges or really strong 
ones, And, with practice, you get a little 
extra skill and control over the ball. 


NP: Ini half expecting that | should be 
able to start shouting into the DS and 


influence the ball through voice control. 
AB: We did think about that. But we 
wanted to avoid using the microphone 
because of the rumble. The vibrations 
could interfere w:th the sound. 

RH: We also wanted to avoid using [DS 
features] that would 
Just be gimmicks. 
We tried to think of 
things that would 
perfectly integrate 
with the game, that 
would be natural; 
anatural way of 
controlling it, rather 
than just using the 
features. 


What was your 
process in finding 
the right Metroid 
Prime elements to 
incorporate into the 
game? 

AB: We have an 
incremental process here at Fuse where 
we don't try to plan too much up front. 
We have the flexibility to try things out 
and see where that might lead us. So to 
start out, we just went for the basics: the 
ball, the flippers and a few things to 
bump into, And we just added things 
over time, like enemies and bombs. 


What role do the traditional Metroid 
weapons—the bombs and missiles—play 
in the game? 

AB: The bombs in particular are useful 
for attacking the enemies. You can 
drop a bomb behind you; if you time it 
right, it will help you destroy an 
enemy. The bombs are also used in the 
spinning awards feature. if you place a 
bomb at the right moment, you can 
help influence where [the spinning 
wheel] staps and which awards you 
will earn, You can also get the ball to 
jump into the air. That slows down the 
mavement of the bail, which can be of 
use at times. 


What's the story behind the Phazon 
multiball feature? 

AB: The ball splits into two Phazon ver- 
sions—red and blue—that bounce 
around at the same time On the table, 
there are lots of red and blue Phazon 
that you can pick 
up. But you can only 
pick up globs that 
match with the cor- 
responding color. If 
you pick one up that 
doesn’t match, the 
other ball wili go 
bouncing into a dif- 
ferent direction. It’s 
quite interesting 
and challenging, 
and something that 
you wouldn't be 
abie to do in the 
real world. 


: How does the 
level progression 
work in Multi-Mission mode? 

RH: Vou start with the two base tables, 
Pirate Frigate and Tallon Overworld. 
Once you complete a number of the 
modes within that, you can then move 
onto some other tables, the Phendrana 
Drifts and Phazon Mines, which have 
boss characters that you can fight 
against. Also, as you're playing, you 
collect artifacts as you do in the origi- 
nal Metroid Prime. Once you've collect- 
ed 12 of these artifacts, and you get to 
a point where you can travel, you can 
get access to the Artifact Temple, 
which Is set up for six-ball multiball 
play. You're knocking around, trying ta 
hit the balls into the Artifact Temple. 
AB: At the end, there's a classic adver- 
sary that makes life really nasty for you. 
RH: if you complete that, you're given 
access to the Impact Crater, where you 
can fight against. . .. 

AB: . .. yet another classic adversary. 
And the game doesn't end there 
because of the classic Metroid back- 


tracking. You can return to earlier 
tables with upgrades that allow you to 
do things that you weren't able to do 
the first time around. The other thing 
that we put inis a level system, so the 
More you return to an area, the game 
keeps upping the challenge. You have 
to make better and better use of the 
weapons that are available to you. 


Are the different tables suited for 
different types of pinball play? 
AB: Probably. There's a lot of variety in 
the base tables because you'll spend a 
larger percentage of your gameplay 
time there. In the other tables, the 
main objective is to beat the boss, but 
we have made sure that there are 
interesting and lucrative side tasks 
that you can try, There is a bit of a dif- 
ferent feel to the different type of 
tables. 


What types of games would you 
like to see more of on the DS? 
AB: A genre that I'm particularly fond 
of is shoot-em-up. I'd love to see 
something as good as Ikaruga. It's an 
absolute masterpiece. It would be 
Interesting to see if you could doa 
vertical-scrolling shoot-'em-up on the 
two screens. 
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BALLOON BUSTERS. 


. : PYRAMID SCHEME 
i  : . » ec, } 
4 ’ = ° " : = : 


1 BUBBLE BRAWL (4-player free-for-all) GIMME A SIGN (2-player duel) 
Punch your enemies out of the massive bub- To avoid getting dunked, watch the signs to 
ble, Be the last one standing, er, floating to win. ; see what part of the bridge is going to fall. 


FUN RUN (4-player free-for-all) os “ CLOCK WATCHERS (4-player mic game) 
Try to avoid the Spiny shelis, dangerous pits y Speak into the mic to stop the hidden timer. 
and other obstacles as you race up the tower. Whoever gets closest to the indicated time wins, 


POKEY PUMMEL (4-player free-for-all) BALLOONATIC (3-on-1 game) 
Swing your hammer wildly to knock away One player floats through the air; the 
all of the giant Pokey’s body segments. 5 try to shoot him or her down with cannons! 


REAL SMOOTHIE (8-player game) WARP PIPE DREAMS (2-player duel) 
Share a controfler with your partner and coop- Jump into pipes and find a path to the cen- 
eratively grab the correct type of fruit as it appears. ter of the maze. The first one there wins. 


TARGET TAG (4-player free-for-all) Fly F : 10 WHEEL OF WOE (3-on-1 mic game) 


through the air and collect tokens after One player commands Chain Chomps, 
being shot out of a cannon. Bullet Bills and a Shy Guy to attack the other players, 


EVERYONE fp 


ce aa este et ese Se nee eareets ana Seek ike nanan antenna nsdnen i iKenomaisikieme 


BA anrevoo rower 


7 for GCN has more 
fan 9, lactotirg all eee 


eight-player minigames, 
microphone minigames 
and Bowser challenges. 


How to 


Win the 


West 


Activision’s Gun puts you in one tight spot after 
another. Heed our quick-draw advice to be the 
last gunfighter standing. 


By George Sintield 


Learn the Ways of the West 


The untamed West is populated with unsavory louts 
who'd sooner gun you down than give you the time of 
day. Before you can meet them fa ‘o-face, you'll 
have to learn how to shoot and how to ride. The 
game’s opening section trains you in those skills. By 
the time you reach Dodge City, you'll be ready to take 
on the surliest galoots in town. 


Ouring the attack on the Morning Star, duck for cover, 
reload by pressing right on the Control Pad and wait for 
your enemies to show. Hit targets in the head to fill your 
Quickdraw meter, and drink from your flask to keep your 
health. in the open, use Quickdraw to take on big groups. 


Holding the L Button is the key to victory during your 
horse race against Tom. Hold L and, when you need a 
burst of speed, release the button then press and hold it 
again, keeping an eye on your horse’s health meter. When 
fighting Tom and his men, use Quickdraw when they‘re 
close and bust out your rifle when they're far away. 


Ned to Colton 
not your father.” 


The man who Colton White thought was 
his fathe j his last breath to reveal 
the truth. Throughout the rest of 

thes you'll er more 

about Colton’s background and 

Ned’s connection to the t ure 

that sunk with the Morning Star. 

Colton’s relationship with Ned 

will ally him with a group of 

outsiders who know who the 


‘Takse oni Crude and the Redhand Gang 


Trouble follows Colton White. After you talk to the barkeep at the Alhambra Saloon 
then talk to Jenny, members of Crude and Rude’s Redhand gang will take the girl and 
try to torch the establishment. The fight will move upstairs then outside. 


On your way through the 
Alhambra’s upper floor, 
take cover whenever pos- 
sible and use Quickdraw to 
find and fire at enemies 
with speed or use melee 
attacks and grab them if 
they're close. Save a few 
seconds of Quickdraw 
power to free Jenny from 
Rude. After you head 
downstairs again, clear 
the room and watch the 
doors for more attackers. 
Once outside, mount a 
horse and trample the vil- 
lains surrounding the 
saloon. Return to the inte- 
tior, then step outside 
again for a showdown 
with Crude’s boys. Hit the 
assailants on the roof with 
fifle shots, then go after 
the leader with Quickdraw 
enabled. 


Before you speak to Patrick Denton at the bridge, visit the shopkeeper to 
purchase a pistol speed loader and a cylinder-boring kit (for increased pis- 
tol-bullet power). The firearm improvements will aid in your battle against 
Quick Killer and his Apache braves. 


After your first sweep across the bridge, you'll 1 
accompany a group of workers to the middle of | 
the span. Fire the shotgun into groups of attack- 
ers. If one gets close, grab him to use him as a 
shield. During the final battle on the bridge, 

step out in front of the TNT barrels and use 
Quickdraw to shoot the arrows, which appear in 
pairs. Hit one, then hold your aim and wait for the 
next one to fly into your view. Blast the charging braves 
with the shotgun, then hit Quick Killer with shotgun fire 
and a Quickdraw-enabled round of pistol shots. 


XY 
> 


~~ 


| 


Gun for Hire—Talk to 


| Townsfolk for Odd Jobs 


Between main story chapters, you can develop your 
skills and earn cash for equipment by taking on side 
missions. Three of the mission types take place in 
the city limits of Dodge and Empire. They’re marked 
on the map, and highlighted with floating labels on 
the main game screen. 


[Sqn Pony Express 

‘ Earl in Dodge and Daryl in Empire 
will offer you timed delivery mis- 
sions that increase your Horse stats 
and cash. 


Poker Tournament 

The Alhambra Saloon in Dodge and 
Hoadoo’s Casino in Empire are the 

sites for poker tournaments where 
you can win cash prizes. 


Law Man 

Patrick Denton in Dodge and the 
federal marshal in Empire will dole 
out {aw-man missions for those 
willing ta wear the badge. 


Ride Hard, Fight Rogues 
Time is tight on Pony Express mis- 
>) _ sions. it’s of the utmost importance 
that you spur your horse, but watch 
| _ its health meter to keep from 
| working it too hard. If you're 
ambushed during a delivery, try to 
ride past your attackers or knock 
"them off their horses with a gunshot 
4, "or a well-timed trampling move. 


Know When to Fold ‘Em 


When you're in a Texas Hold ‘Em tournament, you've 
got to stay in for the long haul. A good player will 
fold his hand most of the time before he has money 
in the pot. Wait for aces and face cards, favoring 
combinations of the same suit, before you bet. If 
you’ ve already contributed to the blinds or if you're 

down to one of two opponents, you can loosen up a 

little. When you cheat or are dealt a good hand, bet big. 


Uphold the Law 


A typical {aw-man mission consists of 
several consecutive fights around 
town. In some conflicts you’ tl have 
to protect civilians, so it pays to 
identify the battle participants 
before you open fire. Go into each 
mission with a powerful weapon 
that reloads quickly, and watch the 
tadar to find the bad guys. 
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] Sharper Arrows 


| 


| 
| There are 44 deposits in all, and each 


When you're not completing story 
missions or side missions, there are 
still a few ways to take in the flavor 
of the Old West. Mining for gold 
earns you money, and visiting the 
Indian trader gives you an opportu- 
nity to exchange money for special- 
ized goods that you won't find in 
towns. 


Search for Shiny Objects 
4 Purchase a pick 
axe from the 
shopkeeper in 
Dodge then 


search the hills 
and plains for 
gold deposits. 


one will earn you dough. To reach 
some deposits, you'll need a horse to 
| jump across long gaps. 


Good Man Gone Bad 

If you open fire on too many innocent 
city dwellers, they'll form a posse and 
fight back, The battles aren’t difficult, 
) but they are avoidable. 


| Bandits in the Wild 

You may come across groups of ban- 

| dits in your travels. If you're not on 
horse but the bandits are, the fight is a 
good opportunity to grab a ride. 


Trade with a Native 

An Indian trader near Piper Lake (not 
far from an indian hunter) offers 
arrows, arrowheads and herbs that 
Increase your Quickdraw duration. 


| 


—— 


— 


Lead the Way to Empire City 


As soon as you talk to Jenny on the 


street, you'll be in for a long stagecoach 


escort mission to Empire. Stock up 
with the best weapons that you can 
afford before the ride—you will 
encounter a lot of native resistance 
between the two towns. Ride ahead of 
the coach and take out the enemies 
before they can do any damage. 


When you meet Hoodoo Brown (the mayor of Empire City), he’ll offer you help in defeating Reed (the 
preacher who aided in the attack on the Morning Star) in exchange for your services as a deputy, On 
your mission, you'll find that Brown and his men, Rudabaugh and Webb, are not on the up and up. 


5 Sei 
a enemies at once by 
q \ firing on TNT kegs. 


Another visit to Hoodoo Brown's place will show you who's really running Empire and land you in 


Watch the radar map 
and pick off Apaches 
from a distance with 
your rifle, or get 
close and trample 
them. After the 
coach breaks down, 
look for epportunt- 
ties to defeat several 


You'll ride on top of the 
coach after tts repair. Watch 
the road ahead through the 
sights of your rifle, and 
blast the enemies from 
afar. Also, target the TNT 
kegs on enemy wagons. 
Some Apaches on ledges 
will attempt to leap onto 
the coach. If they succeed, 

| use melee attacks, 


Defeat Rudabaugh 
from a covered 
position inside the 
barn, then graba 
horse and go after 
Webb. Hithim with = | 
shots from your 
rifle when he’s far 
away, and switch 
to your shotgun 
when he’s nearby, 


jail. By talking to Port and Soapy, you'll learn how to break out: grab the deputy, pick the lock with 


his badge, then steal some horses and use explosives to free Soapy. 


When stealing horses, sneak up 
on the men closest to the ani- 
mals and either grab them or 
take them out with arrows. The 
bow is silent, but only a single- 
shot hit to the head or upper 
body will ensure that your tar- 
get won't alert the others. Stay 
low and watch the radar to note 
enemy positions. After you use 
a whiskey bomb to torch the 
livery, sneak up to the powder 
shop, steal a keg and destroy 
the jail’s wall. 


After your escape from Empire, you'll fall in with Clay Allison's resistance forces 
and learn about Thomas Magruder's efforts to rule this section of the West. Your 
missions with the resistance will better acquaint you with the politics of the region. 


Following an assault on Magruder’s train, 
you'll face an attack by his militia. Use your 
new Sharps 1874 to take out the attackers 
from atop the bridge, switching to your pistol 
in Quickdraw mode if any of the men close in 
on Clay. Eventually, you'll have to go after the 
cannon. Snipe the enemies controlling the 
cannon, as well as those who are close to the 
big gun. As you run toward the cannon, 
switch to Quickdraw mode to take on small 
groups of attackers. 


In the middle of the attack, 
Clay will ask you to take con- 
trol over the Gatling gun. Fire 
at a constant rate and aim at 
those closest to you first. 


You'll escort Port and the cannon through town. Start by picking off 
Hoodoo Brown's men froma distance. Then, when Port starts rolling the 
eannon up the street, get close to him and take on all comers with your 
rifle and Quickdraw-enabled pistol. You'll use the cannon to disable a 
counterattack at the bridge in front of Brown’s place, then 
duck into the laundry for an underground assault. 


Use your shotgun to 
take out the ene- 
mies in the under- 
ground passage. | | 
When you reach 

the blocked tun- 

nel, move a TNT 

keg into the gold 
circle, then fireon 
it from afar to clear 
the way. 


‘ 


Once inside the casi- 

no, take cover behind the bar 
and shoot the chandeliers to set . 
the floor and tables on fire. Move 1 
into the main room, hide behind the 
pillars and shoot at the enemies in 

the room and on the steps. 4 
Advance upstairs, clear the area, Bs, 
fill your flask and follow Brown to 

his third-floor office. A quick confronta- 
tion will end him for good. 


Live the Life of the Open | 
Plains—Hunt and Herd | 
| 


Out of town and on your own, you can find the work 
of a lone cowboy, improving your skillsand making 
money. Look fora chance to becomea better fighter 
before you get deep into the story. You'll find wanted | 
posters in the cities, but the related bounties are in 
the outskirts or in the hills. 


Ranch Hand 
The Hecht Ranch is in the middle of 
the Badlands. There you can speak 
to the rancher to perform chores 
that wiil earn you stronger Horse 
stats and money. 


Bounties Collected | 


Wanted posters make you aware of 
lawbreakers on the run. Most of the 
outlaws will net you more money if 
you bring them in alive. 


Hunting 

The Indian hunter near Piper Lake 
will send you on hunts for specific 
prey. Victory will increase your 
fighting stats. 


must influence the path of cattle , 
and horses. Some slightly more 


Bring in the Herd 
difficult missions chaflenge you to 
fight off attackers from horseback 


Most ranch missions are fairly simple 
herding exercises in which you 
by either shooting at them or tram- 
pling them. 


Wanted: Dead or Alive | 


For increasing your Gunhand, Quickdraw and Melee 
stats, bounty missions are the way to go. Your goal 
for most bounty missions will be to take the main 
target alive, but you can shoot down any of the tar- 
get's henchmen. If the lawbreaker is on horseback, 
target the horse to make it drop, throwing the rider 
to the ground. Stun the outlaw with a pistol shotto 
the arm or leg, then grab him and subdue him. 


On the Hunt 

Hunting missions are long-term. You 
may take ona mission then engage 

in other activities before you find 

4 the target. When you are within 

mi proximity of your prey, dismount | 
from your horse, stay low and ; 
approach the animal slowly. If it 

runs, you should have time to get in 

at least one shot. 
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Freé Soapy in Dodge 


After you shoot the rope, 
freeing Soapy, use your 
new sharpshooter to take 
out the men who converge 
on the gambler. Watch the 
radar and toggle out of your 
zoomed-in view to look at 
the big picture. 


Soapy’s on a rope, about to be hung. You'll 
need his safecracking skills to get the treas- 
ure from the wreckage of the Morning Star. 
Complete a few new side missions, then find 
Dalton tied up on the bridge into town. 
Follow his instructions to get Soapy out of his 
predicament. 


Break out of Hollister’s Fort 


Your attempt to reach the steamboat will land you in A visit toa Blackfoot village will answer some questions about Colton’s past and 
Sergeant Holli: ptivity. There, you'll find members result in a pact with the natives to take Hollister’s fort. You will be outmanned, Save 
of the Blackfoot tribe also held as prisoners. You'll start your ammunition for enemies that pose the biggest threat. You'll start by rushing to 
by saving three of the warriors from soldiers, then follow the canoes, then enter the cave by force. Use your rifle in the battle. 

them to a passage out of the fort. 


As you follow the Blackfoot, wait for their word before you 
attack the guards. After you collect a bow in the cave, wait for 
the guards to separate from the group, then hit them with 
head or upper-body shots one at a time. 


inside the fort, take over the Gatling guns to pick off large numbers of enemies, then go 

{| after the cannons. You'll use the first two cannons to destroy bunkers then keelboats, and 
the third to blast an ammo dump. During your attack on the last cannon, toss dynamite 
sticks across the gap. If you need more dynamite, grab another batch downstairs. 


Defeat Hollister and Reed 


Holltister will escape the fort and head for the Morning Star. 
You'll track him down before he reaches the steamboat 
wreckage on a rocky piece of land. That's where he'll make 
his last stand. After you defeat him you'll reach the boat, 
where you'll fight Reed and collect the treasure. 


Magruder’s riders will 
attack you at the steam- 
boat. Knock one of them off 
his horse with a rifle blast, 
then mount the horse and 
stay on it while you fight 
the rest of the group. Use 
Quickdraw sparingly—you'll 
need it to fight Reed. 


Hollister is strong and his 
weapons are powerful. 
— Smoke him out by toss- 
ay ing a stick of dynamite in 
his direction, then use a 
boulder for cover and run 
around the rock so he 
never gets a clear shot 
on you. When you see 
him, blast him with your 
shotgun. 


After Soapy opens the safe, 
Reed will show up on 
horseback. Mount your own 
horse again and chase him. 
He'll try to keep away from 
you then charge at you to 
attack. When you're not 
attacking him, he can 
replenish his energy. Hit 
him with rifle fire when 
he’s far away, then switch 
to Quickdraw mode and 
shoot him with your pistol 
when he’s close. 


With his last burst of energy, Hollister 
will try to take you with him, sky high 
via a vest of dynamite. Fire at him 
before he gets too close. After he 
explodes, grab Ned’s Ferguson rifle 
from the body and head for the boat 
to take on the next group of enemies. 
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Classified Info 


Nobody likes a cheater, Except us. 


VIRTUAL 
VICTORY! 


cd 


Realgam Tower has done quite a bit of remodeling since \ 


its Colosseum days. Among its new additions are the 


Battle CD challenges. Check out our coverage and learn 


how to become a pro Battle CD Trainer. 


Prepare to Fight 


Most of the Battle CD challenges will test your knowledge of 
Pokemon types, If you don't have a type chart handy, consult the 
Strategy Memo in your P*DA-if you have seen a Pokémon before, 
you can look up its strengths and weaknesses. 


LL THE RIGHT MOVES 
Before you go into battle, check out the moves of your Pokémon, as 
well as those of your opponent's Pokémon. The designers of the 
Battle CD challenges take wily glee in giving enemy Pokémon 
unorthodox moves, so be prepared. 


TOUR TIME 

Most of the Battle CD challenges last only a few rounds, limiting 
your chances to execute complex combos. The opposing Pokémon 
will always attack with the same moves in the same order—memo- 
rize the order in case you have to repeat a battle challenge. 


Sate Bure 


When you're selecting which Battle CD challenge to use, look for a 
clue below the CD's title. it will usually give you a quick hint about 
the type of battle you’re about to face. 


All Fifty 


u'll have to doa lot of exploring, as well as quite a 
bit of Trainer battling, to find alt of the Battfe CDs, but 
Ou can purchase some of them in Realgam Tower 
for 1,000 Poké Dollars each. Some of the Battle CDs 
a be found only after you have finshed certain 
arts of the story. There are 50 in all; as a reward for 
ig all the Battle CD chatlenges, you'll receive 
000 Poké Coupons. Trade in your Poké Coupons at 
_ Mt. Battle for valuable items and TMs. 


wit 


92 sanre 


Before selecting a Battle CD, you'll 
have an opportunity to examine 
the Pokémon you'll bring into bat 
tle. You can also find out which 
Pokémon you'll be up against, as 
well as their types and moves. Pay 
particular attention to each 
Pokémon's Speed—knowing which 
Pokémon will go first in each 
round ts vital in limited-round 
challenges. 


If you're unable to win a challenge, 
listen to the Battle CD attendant 
afterward. She'll give you a clue 
about how to win the challenge, 
She won't spell out every move 
step by step, however—you'll have 
to incorporate your own experi- 
ence from previous battles to 
make better use of her sometimes- 
cryptic messages. 


Battle Chart Key 


Cannot be found 
until you fr 
Phenac City. 


Cannot b ind 
until you clear 

the Cipher Key it 
Lair f 


Cannot be found 
until you 
upgrade your 
scooter. 


Can 
until you've 


for the 


‘SWOOCHUN 
tv 6 HP 


SINGLE BATTLE with unlimited turns. 7 | 
‘Win the battle to clear. @exT 


Cannot be found 
until you first 
encounter Team 
Snage 


it be found Cannot be found 
until you ha 
itadark Isle defeated Ciph 


irst time. 


Pokémon XD Battle CD Chart 


NO. TITLE PLAYER POKEMON ENEMY POKEMON CD LOCATION 
01 eot : Tropius 7 Phenac City 
( Wartor = Drow E 
03 ———_ gsire/Ludicolo Vileptume/Skarmory 

04 Minun sle/Minur Miltank/Tropius _ er (purchase) 
05 the Greatest Defense Blissey _ Medicham : Kaminko’s house 
0 Dreams Come Trui asel/Pikachu/! Primeape Gateon Port 
07 Machamp’s Macho Romp achamp 7 ~__ Phenac City 


& 


Zangoose vs. dily 
Color Changi 


dactyl/Hitmonchan/Girafarig 
Clefairy/Clefabl 


racturne/M. 


/Hariyam 


‘across 


at Is Porygor Porygon 


Whomp Th 


Swellow 
Spinda 
lobbuffet 


Phenac City 


__ Realgam Tower (purchase) 


henac City 


house 
ac City 


= Kaminko’ 


Agate Villa 


A Salute to Meteorolog 


Rattata 
Nincada 


'd Substitute 
Volcanic React on 
Let Slip the Houndoori 
~_ Focus Punch Face: 


Rhydon/Golem/Swellow/Flareon 
lamence/Dusclops/Houndoom 
‘ = 


Ff! Breloom 


~ Farfetch’d 


Shedinja, Gyarados 


Mvk/Manectr c/Gen; 


“Phenac C ity 
Phenac City 
urchase) 


Phenac City 


anette/Wynaut 


Wobbuf: 
v/Meowth/Mankey 


Phenac City 
Pyrite Town 


Pyr te Town 


@ 22 Banette and Plusle Banettey Plus Zangoose 
& 23 Aerodactyl vs. Kyogre Aerodactyl 
@24 Batter Down Protection! nectric/Plusle/Ninetal Hitmonlee/Muk 


‘oroth 
x2/Exploud 
jon2/Hitmonle 


‘ath Twosome! 


Big Bang, Sorry 
Squad Fer 


Ninjask/Clefable/Ursaring 
V/Blissey/D 
Dusclops 


lor 


Kaminko's house 


am Tower (purchase) 


ealgam Tower (purchase) 


Xatu/Electrode/Psyduck 


Starmie/Blaziken/Electr 
Ninetales/Metagross 


Madcap Magikarp! e/Spheal/Poliwhirl pikarp x3 
n hed nja/Raticate Meditite/Meaicham . 
Oonpha' Magneton/Rhydon/Manectiic/Magce 


/Ageron/Victreebel 


am 


0M: iikorita/Cyndaquil/Totodile 


id/Magby 


mon Concerto Smoochum/Elekid/Magby 


Chikorita/Cyndaquil/Totodil 


__ Phenac City 
Pokemon HQ Lab 


eodude/Machop 


Gengar/Electrode/Sheainja/Shuckle 


—SaeeeA 
34 Cutie Pokémon Concerto ep 
ide B 
&® 35 Metronome Cup ___Linoone/Alaxazam/Dusclops/Ageron 
36 The King of Fighting typi Blaziken/Breloom/Machamp 
Side A 
7 The King of Fighting Types" Poliwrath/Hitmonchan/Harlyama ~ 
Side B 
P38 Fossil Fandai ide A /Cradity/Armaldo 
39 Fossil Fandango Side B putops/Omanyte/Kaduto 


Poliwrath/Hitmonchan/Hariyama 


Blaziken/Breloom/Mackamp 


Omastar/Kabutops/Omanyte/Kabuto 


»/Anorith/Cradily/Armaldo 


Tower (purchase) 


“Phenac City 
T 


Realgam Tower (purchase) 


Pyrite 
Tower (purchase) 


wit 


40 anto vs, Hoenn Side A ptile/Blaziken/Swampert te Town 
Al ae Sceptile/Blaziken/ nusaut/Charizard/Blastoise gam Tower (purchase) 

ge 4 Articuno, & Moltre cune/Entei/Raikou Zapdos/Moltres/Articunc Cipher Lab 
— Side — = as oe ._. __ 
43 Articuno, Zapdos, & Moltre: apdos, s/Articuno Raikou/Entei/Suicune Realgam Tower (purchase) 
SB = 

eo Regirock, Reg el Raikou/Entei/Suicune Regirock/Regice/Registeel Phenac Cit 
45 Irock, Re; Raikou/Entei/Suicune gam Tower (purchase) 

@ 46 Operation zero Mew 7 adark Island 


The Ultimate! 


Side A 


Latias/Latios 


48 The Ultimate! L 
eB 

‘endary Pokemon Challenge 1 Jumpiuff/Ninjask 
Quagsi 


Cipher Key Lair 


a/Ho-Oh 


gam Tower (purchase) 


Groudon/Shiftry 


Kaminko’s house 


ogre/Kingdra 
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By Steve Thomason (and baby Steve) 


heip you find some new trousers. 


ATTACKING 


M ario and Luigi must travel back in time to stop a malevolent 
race of aliens called the Shroobs from taking over the Mushroom 
Kingdom. So vicious are the extraterrestrial invaders that the broth- 
ers will have to team up with their baby selves if they hope to 

stand a chance. It's enough to make a hero mess his pants. 
Don't worry, though; our boss strategies will show you 
how to conquer the would-be conquerers. We'll even 


THE SHROOB IS OUT THERE 


Need help fending off the alien invaders in Mario & Luig 
Think of us as an industrial-strength plumber’s helper. 


Partners in Time? 


JUMP 


To deal extra damage during a jump, press the 
attack button just before you land on the 
enemy. If an adult and baby are paired up, 
press the taddler’s attack button first, then the 
grown-up’s. 


aN tS 
Ag 


HAMMER 


For max damage with the hammer, press the 
attack button just as the baby starts to 
vibrate. If he's teamed with his older self, 

{ press the adult's attack button to give the 
baby a boost before swinging. 


BROS. ITEMS 


Bros. Items enable a variety of special attacks. 
Each one works a bit differently, so be sure to 
read the tutorial displayed on the upper screen 
when you highlight an item, Used correctly, 
Bros. Items can be incredibly powerful. 


QAM snrenoo sower 


© 2005 Nintendo/ALPHADREAM 


; | EA MARIO& LUIGI: | 
u = ps PARTNERS IN TIME ‘3 


SHAMELESS PLUG FOR THE 
PLAYER’S GUIDE 

Don’t cry! You can find more great strategies 
in the Official Mario & Luigi: Partners in Time 
Player's Guide, sold at finer bookstores and 
fag 82me outlets everywhere. 
nintendods com/marioandiuigi 


DEFENDING 


Defending the brothers against enemy attacks requires carefully timed button presses. 
Icons in the upper-left corner of the bottom screen will indicate whether the bros need to 
Jump or use their hammers to defend against the incoming attack. If you time your 
defense correctly, you can even counterattack certain foes to deal damage. 


As you'll see, the bulk of our strategies focus on defense. The best means of attacking almost all bosses is simply to 
use the most powerful Bros. Items at your disposal. 


VIM FACTORY: SWIGGLER 


Swiggler is flanked by two Dr. Shroabs who behave the same as those you encounter earlier in the factory, 
of them pulls out a grey mushroom, hit him to poison Swiggler’ 
he will turn green and be vulnerable to attack. Striking Swiggler 
causes the bass to counterattack with a series of three shockw 
Shroob while he's holding a red mushroom, it will turn Swiggler’s drink into a health potion, replenishing his HP. 
Should Swiggler take a gulp from a mushroom-free drink, he'll power up a pair of UFOs on the upper screen. The top 
one fires at Mario, the bottom one fires at Luigi. Jump over the blasts as they come into the bottom screen. 


drink. After the overg 
when he's not poisoned dea 
5 that the bros will have to jump over. If you hit a Dr. 


n caterpillar takes a swig, 


s minimal damage and 


YOSHI’S ISLAND: KAMEK 


Kamek will create four ciones of himself throughout the battle. Only 
the real Kamek wili take damage: hitting one of the doppelgangers 
will simply cause it to disappear. All of the clones look identical, so 
finding the boss is a process of elimination. If Kamek sends a flame 
toward one of the brothers, jump over it then prepare to bonk the 
charging boss with a hammer. His other means of attack 1s to drop 
objects on the bros from the sky. If he drops a spiked balt, hammer it 
back at him to deal damage. If he drops a mushroom, let it fall and 
heal your character (if you hit the mushroom back at Kamek, it will 
replenish some of his HP). 
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YOOB’S BELLY: SUNNYCIDE 


Your first objective is to smash the 
eggs surrounding Sunnycide to lib- 
erate the Yoshis inside, When 
you've freed five of the dinosaurs, 
they'll push a boulder over a ledge 
and into the boss, knacking him 
over and exposing his weak point to 
stomp attacks. While he’s on his 
back, Sunnycide will occasionally 
turn out the lights and send a Boo 
after the heroes. Watch for which 
tentacle he uses to pull the cord; 
the right tentacle means he’s going 
after Mario, the left tentacle means 
he's going after Luigi. The same 
holds true when he yanks on the 
chain; whichever tentacle he uses 
will cause a void to open beneath 
the corresponding brother. 
Eventually, the boss will get back to 
his feet. Start smashing eggs again 
to start the process over. 


al —" 


You'll need five Yoshis to get the boulder 
over the precipice. Evidentally there’s not 
much strength in those stubby little arms. 


If Sunnycide tries to suck a brother 
in, pull the hammer back and bop 
the boss when he’s within range. 


Hammer the Boo before it mugs 
one of the heroes or the ghost will 
steal an item. 


Before he hurls an egg, the boss 
will use a targeting reticle to iden- 
tify who he’s attacking. 


When Sunnycide pulls the chain, 
prepare to jump as soon as the 
floor starts to wobble. 


GRITZY DESERT: SHROOBOID BRAT 


The crowd on the upper screen will choose the Shrooboid Brat's next target by 
holding up signs. When the boss raises his lollipop overhead, jump with 
whichever character got more votes. Later, the audience will start dropping 
ttems into the Brat's gaping maw. Which sign an item passes over in the crowd 


Indicates which brother it will target. Note, however, that the boss coughs up 
the items in reverse order; the item he devoured last will be the one he 
upchucks first. Also, if he consumes a mushroom, he'll actually hurl a poison 
mushroom your way and vice versa. Hammer the poison mushrooms back 
at him and snarf down the regular mushrooms to restore your HP. 
Sometimes, the Shrooboid Brat will consume a Fire Flower; deflect the 
resulting fireball just as you would a poison mushroom, 


The crowd will sometimes 
cast multiple votes in a 
tow, so be prepared to 
dodge consecutive 
strikes. Also, be sure to 
keep an eye on the let- 
ters; some tricky mem- 
bers of the audience will 
change the colors of their 
signs, but it’s the 
letters that determine 
the target. 
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GRITZY CAVES: PETEY PIRANHA 


Petey uses different attacks depending on whether he’s above ground or below. 
While the boss 1s topside, he'll leap into the air and cause a pair of boulders to fall 
on the heroes. If he’s upside down and facing the bros when he lands, the first boul- 
der will head toward Luigi and the second toward Mario. Jump with the brothers in 
quick succession to hurdle the rocks. If he’s facing away from the bros when he 
lands, the first bou der will target Mario and the second will head for _u g’. If Petey 
does a few samersaults before touching down, the boulders wil bounce toward the Ared or green block appears on the When Petey tries to suck Mario. and 
bros simultaneously. While Petey is underground, he'll try to pull Mario and Luigi upper screen to indicate the pendu- Luigi into a sinkhole, keep jumping 
Into a sinkhole or smack them with a swinging pendulum. To avoid the sinkhole, lum’s initial target. until it dissipates. 

jump quickly and repeatedly with both bros. To break the pendulum, alternate 

between bros using hammer strikes. 


Piakican 


Kf 


)LCANO: MRS. THWOMP 


When Mrs. Thwomp starts rolling boulders, watch her positioning to determine which brother she’s aiming at, and smash the rock with the corresponding bro’s ham- 
mer (if she’s between Mario and Luigi, she'll roll a boulder harmlessly between them). When the boss jumps into the air, count how many times she spins. f she comes 
down after three rotations, she'll land in the center and you'll have to jump over the resulting shockwave with both brothers simultaneously. If she spins six times, 
she'll land near Mario, so jump with him first, then Luigi. If she spins nine times, jump with Luigi first, then Mario. Occasionally, Mrs. Thwomp will split into four smaller 
rocks, Each one will reveal who it’s going to attack by raising an eyebrow: the right for Mario and the left for Luigi. Be ready to counterattack with the hammers. Note 
that only one of the rocks is the real Mrs. Thwomp. 


Some of the rolling boulders will produce 
items if you smash them. 


Only striking the real Mrs. Tawomp will reduce the boss's HP. Each 
of the doppelgangers contains a Goomba (?) that will simply scur- 
ty away if you do enough damage. 
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THWOMP VOLCANO: BOWSER AND BABY BOWSER 


Bowser and his wee counterpart have a wide range of attacks. The elder Koopa will stomp the ground, sending out a 
shockwave that both bros must jump over. Afterward, a Thwack may fali from the ceiling: note the color of the 
shockwave and prepare ta jump with the corresponding brother (pink for Mario, green for Luigi and yellow for 
both). If Bowser stands in front of Mario or Luigi, jump right after he inhales to avoid the boss's fire breath 
(expect a delay if he grins first). Sometimes Bowser will toss his young cohort into the air and spew a fireball 
when the baby Koopa lands. Which direction the tyke spins indicates who Bowser will target: counter- 
clockwise for Mario and clockwise for Luigi. Should Baby Bowser fly off the screen, the big kahuna 
wilt shoot fireballs at both brothers simultaneously. When Baby Bowser attacks (either by golfing 
Bowser or launching fireballs), watch how he halds his hammer—overhand, he's going after Mario; 
underhand, he’s aiming for Luigi. 


Quickly identifying which direction Baby 


Bowser’s shockwaves travel at varying Bowser is spinning before looking back at 
speeds, so stay on your toes. the bottom screen can be a bit disorienting. 


The Support Shroobs will either rush the bros one by one 
(jump) or toss the Shroob-omb at them (hit the bomb back 
and forth, alternating between brothers until it explodes). To 
force the Commander Shroob onscreen, make the bomb roll 
backward by eliminating the two rightmost grunts. When the 
boss starts spinning Support Shroobs at the heroes, he'll 
face away from you if he’s aiming for Mario and toward you if 
he's aiming for Luigi. When he tosses a Shroob into the air, 
ready Mario’s hammer if the enemy falls feet-first and Luigi's 
if it falls head-first. 
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STAR TEMPLE: ELDER SHROOBOID 


The Elder Shrooboid will hurl fire- 
balls that appear in his right hand 
at Mario and those that appear in 
tus left hand at Luigi. To fend offthe § 
boss when he charges at one of the 
bros, hit him repeatedly with the 
hammer. His ball-and-chain attack 
is a bit more complex. Jump rapidly 
with both brothers to escape the 
gold crystals, jump over the ball with who- 
ever’s insignia appears on it, then 
jump with the other brother as the 
Shroobid stumbles. After taking 
enough damage, the boss will grow, 
and will refease a UFO with a count- 
down timer on it. If the countdown reach- 
es zero, it's game over. Use the spiked 
balls that the Shrooboid hurts at the bros 
to knock the saucer out of the sky. Mario's 
hammer will launch the balls diagonally, 
and Luigi's will send them straight up. 


You can't hurt Princess Shroob until you take out the force field surrounding 
her (Copy Flowers work well). While she’s protected, she can transform her 
throne into a robot walker that will stand over one of the bros and fire ener- 
gy rings down at him. Jump to avoid them, then hit the walker with the 
same brother's hammer when the princess tries to squish him. Her force 
field also enables her ta fire dual cannons. The upper one shoots at Mario, 
and the lower one targets Luigi. If a cannon is aiming down, jump over the 
blast with the corresponding character. If it aims up, stay on the ground and 


let the shot pass overhead. Once you've destroyed the force field, Princess a = = 
Shroob will toss a purple star at the heroes. It will circle round and round, Try to jump on the purple star right 
picking up speed until one of them jumps on it or gets hit. She also has ener- away; it will only get faster as it 
gy balls at her disposal. If she appears in front of a brother, she'll fire a sin- starts to circle. 


gle shot at him. If she appears between Mario and Luigi, she'll unleash a 
wave that both heroes must jump over in quick succession. She can teleport 
to the top screen, as well, and attack from above. When she does, hammer 
the energy balls back at her. 


After you jump through the engery rings 
with Mario or Luigi, ready the same broth- 
er’s hammer immediately. 


my os = A 


The laser cannons target independently, so you'll have to keep an 
eye on both of them. 


It’s not over yet. A few final battles remain for Mario, Luigi and the babies. If you use the strategies you've !earned from reading this article, you'll rid the Mushroom 
Kingdom of Shroobs for good. 
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GEAR 


CLOTHING 


NAME 
300 Point Pants 


Adult Trousers 
Block Trousers 
Branded Slacks 
Egg Pants 
Golden Pants 
Heart Pants 
Muscle Slacks 
Mushroom Jeans 
Para S acks 
Patched Slacks 
Preferred Pants 
Puffy Trousers 
Rocket Jeans 
Royal Pants 
Royal Trousers 
Secret Jeans 
Shell Sacks 
Shroom Slacks 
Silay Pants 
Space Trousers 
Stache Jeans 
Star Trousers 
Starchy Jeans 
Stardust Pants 
Supreme Slacks 


Svelte Stacks 
Thrilling Pants 
Tssue Pants 
Unarmed ,eans 
Wafer Slacks 
Wild Trousers 


BADGES 


NAME 
I-Chance Badge 
Big-DEF Badge 
Big-POW Badge 
Cash-Back Badge 
Coin Badge 

Coin Badge A 
Counter Badge 
Cure Badge 
Cure Badge A 
DEF-Peax Badge 
Dire-Free Badge 
Dire-POW Badge 
Drain Badge 
Drain Badge A 
Dynamic Badge 
Dynamic Badge A 
Easy Badge 

EXP Badge 

EXP Badge A 
Hit-Free Badge 
Hit-POW Badge 
Item-Fan Badge 
Lucky Badge 
Lucky Badge A 
Pep Badge 
POW-Peax Badge 
Pumme Badge 
Risk Badge 
Rough Badge 
Safety Badge 
Sa vage Badge 
Salvage Badge A 
Shroom Badge 
Shroom Badge A 
Simple Badge 
Stomp Badge 
Traming Badge 
Treasure Badge 
Ulti-Free Badge 
Wallet Badge 


To defeat the Shraobs, you'll need the proper equipment. The following charts list every piece of gear in the game. Note that 
some items won't go on sale in the castle shop untit you progress to a certain point. Also, the secret shop is located in the sew- 


ers beneath Peach's Castle. Beware: the shopkeep has fury. 


DESCRIPTION 


HP +10/POW +20/DEF +100/ 
SPEED +20/STACHE +20 

DEF +50/SPEED +10/STACHE +5 
DEF +70 

DEF +35 

DEF +38 

DEF +48 

HP +10/DEF +30, 

POW +20, 

HP +15/DEF +55 

DEF +110/SPEED +80 

DEF +20 

DEF +25 

HP +10/DEF +40 

POW +20/DEF +80/STACHE +10 
DEF +75 

DEF +120 

DEF +34/SPEED +10/STACHE +5 
DEF +60 

HP +20/DEF +90 

DEF +6 

POW +30/DEF +130/STACHE +20 
DEF +70/STACHE +40 

POW +15/DEF +95 

DEF +12 

POW +10/DEF +65. 

HP+30/POW +30/DEF +150/ 
‘SPEED +30/STACHE +30 
HP+20/SPEED +20/STACHE +10 
POW +15 

HP +15/SPEED +15/STACHE +5 
POW +5 

DEF +10 

POW +5 


DESCRIPTION 

Greatly increase the power of the first attack in battle. 

Get a “GREAT” when using an attack item and temporarily boost defense. 
Get a “GREAT” when using an attack item and temporarily power up, 
Receive haif the price of the stems vsed in battle after battle. 

Increase coins received when you use attack items to defeat enemies. 
Greaty increase coins received when you defeat enemies with attack items! 
Increase damage done with counterattacks. Thwomp Volcano" 

Recover a few HP each turn 

Recover lots of HP each turn! 

Temporarily decrease damage taken! ... When time runs out, you faint. 
Use as many attack stems as you like when you have less than 1/4 HP eft. 
Do tremendous damage when you have .ess than 1/4 HP left. 

Recover a few HP depending on how many times you damage the foe, 
Recover lots of HP depending on how many times you damage the foe! 
Boost attack item power, but use two items per attack. 

Massively boost attack-item power, but use four items per attack. 
Simpiify attack-item commands. 

Increase EXP received when you defeat enemies with attack items. 
Greatly increase EXP received when you defeat enemies with attack items! 
Use as many attack items as you like until you take damage! 

Maintain a powered-.p State until you take damage.Koopaseum 
Increase attack-item power, but decrease jump and hammer power. 
Make lucky hits easier to land 

Make lucky hits much easier to land! 

Become impervious to all status effects.Koopaseum* 

Temporarily increase attack powerl.. When time runs out, you faint. 
Possibly defeat enemy when initiating battle with a hammer strike. 

The fewer Mushrooms you have, the more damage you deal, 

Greatly increase a | damge . .. both given and received. 

Greatly decrease all damage . . . both given and received. 

Get a very 5 ight chance of co.lecting :terns used in battle after battle. 
Get a high chaace of collecting tems used in battle after battle. 

Shghtly increase points recovered by using Mushrooms in battie. 

Greatly increase points recovered by using Mushrooms in battle. 

The smaller your stock of an attack item, the more damage t'll deal. 
Increase damage power when }»mping on an enemy to initiate battle. 
Use as many attack items as you like, Out lose a lot of power. For practice 
Defeat enemies with items and get the items they were sing! 

No matter how many attack items you use, your stock stays the same! 
Drop almost no coins when fleeing from battle.Toadwood Forest* 


LOCATION 
Shroob Rex (Enemy) 


Koopase.m 
Thwomp Volcano, 
Castie Shop 

Cast e Shop 
Thwomp Volcano 
Yoshi's Island 
Gritzy Caves Shop 
Toad Town Shop 
Toad Town 

Cast e Shop 
Castle Shop 
Yoob's Belly, 
Peach's Castie (Past) 


Toad Town Shop: 

Cast ¢ Shop. 

Toad Town Shop: 
Shroobsworth (Enemy) 


Gritzy Caves Shop. 
Gritzy Caves Shop 
Gritzy Caves Shop 
Toadwood Forest 
Start of the Game 
Toadwood Forest 


LOCATION 


Secret Shop 
Gritzy Desert” 


Toad Town’* 

Yoob's Belly” 
Shroob Mother Ship” 
Thwomp Volcano 


Peach's Castle (past) 


Thwomp Volcano** 


‘Thwomp Volcano (Minigame) 
Secret Shop 
Peach's Castle“ 


*Also available in the Castle Shop 
**Also available in the Gritzy Cave Shop 
=“ Also available in the Toad Town Shop 
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Santa says: es » 
«Stutt iD. +" Bs 2a 


in your” t= 
stocking! 


“Two holiday/GlassicSP aes i. 
infone package!) OGY or... 


ae Conitg1= Bonen 
Strap on your best bowling skates and polish 


up your shiny Christmas ball. It’s time to save 
Christmas from those greedy little union elves. 
Help Santa show those elves what the true 
meaning of “strike” is! 


The snickering elves are back with Santa, but there is 
a new twist as Santa's ne’er-do-well brother, Dingle 
Kringle, joins Santa and the Elves on a cruise ship 
headed for an island adventure. Compete in a crazy 
shuffleboard tournament, with the Elves serving 

as “pucks” and providing their own special, 

colorful commentary. 


Available for Nintendo DS™ 
and Game Boy® Advance 


| G N IT!9 N INS cons 


™. @®, Game Boy Advance and Nintendo DS are trademarks of Nintendo. © 2004 Nintendo. 
Elf Bowling 1 © 1999 NStorm, Inc. Elf Bowling 2, “Elves in Paradise” © 2000 NStorm, Inc. 
Elf Bowling 1s a trademark of NStorm, Inc. 

Published by Ignition Entertainment Ltd. Developed by Black Lantern Studios, Inc 
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‘OWN POWER SHOTS, IN A SHOWDOWN FOR TENNIS SUPERIORITS 
MARIO TENNIS: POWER TOUR. Gnenatest 
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GO KART! 


MARIO KART DS 


PLATFORM, NINTENDO DS 
PUBLISHER’ NINTENDO 
DEVELOPER’ NINTENDO 
ESRB: EVERYONE 


You can basically 
ignore the above 
score. It’s a reckless, 
base representation 
of my regard for this 
game. | know you're 
going to love this game as much as 
| do, and there’s no reason to 
assume that my score should 
change your decision to buy it or 
not buy it. Buy it. A game like Mario 
Kart DS doesn’t deserve to be 
pinched into some conventional 
scoring system; it deserves better. 
After over a decade of unquestion- 
able greatness, Mario Kart has 
earned its place in the pantheon of 
multiplayer gaming—so much that 
criticism of every new title seems 
like a defilement of some sacred 
shrine, So, although there are 
indeed flaws in this most recent 
iteration, they are definitely not 
enough to deter you from loving 
every minute of the game. 

Make no mistake: Mario Kart DS 
does not rest on its laurels. An 
abundance of new modes and 
items plus 16 brand-new tracks 
build greatly on the core game that 
you are probably already familiar 
with. This game is not a rehash of 
previous games in the series. And 
don't think of the classic courses as 
filler—consider them extra content 
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you wouldn't get with a 
typical racing game. 
The graphics exceed all 
expectations, as well— 
the visual presentation 
of the levels, vehicles 
and cinematics approaches that of 
the N64. Even the courses ren- 
dered originally for the GCN are 
impressive on the DS, 

Kart doesn't rely heavily on the 
DS's touch screen, but just like 
recent games such as Castlevania: 
Dawn of Sorrow and Tony Hawk's: 
American Sk8land, the game 
makes it hard to fathom how you 
could ever have played without a 
persistent map. The extra real 
estate the second screen provides 
for things like player position and 
lap times allows the upper screen 
to remain relatively uncluttered. 
The dual-screen usage isn’t 
groundbreaking—other racing 
games for the DS have used the 
dual screens similarly—but Kart 
fans will notice the incredible dif- 
ference it makes. 

By far the most significant use of 
the DS’s unique features is the 
game's wireless eight-way LAN 
multiplayer action—it’s the kind of 
stuff that we've been wishing and 
talking about since the early ‘90s. 
It’s even better than imagined—sit- 
ting with friends and slugging out 
race after race will turn day into 
night, and then back again. Mario 
Kart: Super Circuit for the Game 
Boy Advance touched on some of 
the fun that a handheld platform 
could offer, and the ease of con- 
nectivity and the surprisingly high- 
quality graphics take the experi- 
ence to a new level. The 
multiplayer element is better than 
ever, and for a franchise whose 


you can finish in 


hallmark is party gaming, that's 
saying something. 

Mario Kart’s single-player mades 
cater to virtually every type of 
gamer, whether you're a hard-core 
road rager demanding perfection 
on every turn, or a leisurely 
Sunday driver looking for a quick 
go around the track. For example, 


first place in Grand Prix mode with 
only basic driving skills, but a rat- 
ing system that monitors how you 
performed in areas such as overall 
time, boosts and weapon usage 
also grades you on your racing per- 
formance. Those grades correlate 
to your online persona—if you drive 
perfectly in single-player outings, 
more stars will appear next to your 
name during Wi-Fi play. The same 
wide appeal applies to the new 
Mission modes—simply completing 
the objectives in a minimal amount 
of time will open the next level, but 
true Kart masters can unlock extra 
Mission- 

mode 

chal- 

lenges. 

Despite its 
greatness, Mario 
Kart isn't perfect. The 
online experience is a 
nice addition, but 
once you get used to 
the eight-way may- 
hem of local LAN 
play, the more limit- 
ed Wi-Fi four-player 
contests feel a little 
sparse. That might 
be looking a gift 
horse in the mouth, 
particularly because 
It's already difficult to 
get eight players ina 
room, all with DS sys- 
tems (unless you 
work at Nintendo, of 
course). Also, to real- 


ly get something out of Wi-Fi play, 
you need to have friends online at 
the same time as you, something 
you have to establish in advance. 
It's a minor inconvenience and one 
that online gamers are used to, but 
it will probably occur over and over 
again. Finally, not all of the tracks 
are available for online races, 
which is disappointing, 
The franchise has 
retained several nui- 
sances that just aren't 
going to go away. First, 
there seems to be a dis- 
connect between per- 
formance and results, 
particularly in grand 
prix action. No matter 
how deftly you perform 
power slides and turbo 
boosts, how proficient- 
ly you use weapons or 
how acrobatically you 
dodge obstacles, you 
could very likely finish well out of 
first place. It's indescribably frus- 
trating to lose on the final race of a 
cup because at the end of the last 
jap a blue shell hurled from the 
back of the pack slugged you. | 
have to admit that Fd throw that 
shell if | were bringing up the rear, 
but only because | can—not 
because | should. 
There have been a lot of great 
titles out for the DS so far, but 
there hasn't been one game that 
I'd recommend to everyone equal- 
y, until now. Mario Kart DS will be 
in your DS for a long, long time. 
—Curis 5. 


fal et oa 
mi 


Mario Kart, Tony Hawk 
and Animal Crossing 
have gone Wi-Fi, and 
Metroid Prime: Hunters 
is on the way. Our 
reviewers dream about 
other Wi-Fi franchises, 


‘Nothing blurs.the line 
between cooperation 
and competition like The: 
Legend of Zelda: Four 
‘Swords: It'seems perfect: 
for Wi-Fi 


‘Wi-Fi going live, it’s 
time. fora MMORPG, 
€arthBound would be 
perfect fur an expansive, 
endlessly surprising 2-D 
world on the DS. 


Vil ike tose 

Pikmin title. Pikmin 2's 
multiplayer mode wa: 
outstanding, and i think 
it would translate per- 
fectly tothe Ds. 


The unique multiplayer 
‘Capabilities of Final: 
Fantasy: Crystal, 
Chronicles for GCN would 
i, -—~)-make so.much sense on 
} “H the Os:and in WiFi. 

‘ Sports.are always bette: 
when playing against 
another fan. I'd like ta:go. 
up against someone in 
Green Bay or Dallas ina 
game ‘of Madden NFL 


] é' Wi-Fi dogfights in-some- 


4 thing fike Star Wars or 

i) Star Fox could -be-a jot o' 
fun: We had a blast with 
the tAN multiplayer in 
Revenge of the Sith. 


oh. 
Tosee some of Blizzard’ 
__briltiant past tithes bit the 
i, Connection would be 
amazing. Diablo, WarCraft 
and StarCraft could easily 
find a home on the DS 


Smash Bros: for WEFF- 
ultimate mayhem in the 
ultimate worldwide- 
rena, The tournaments 


i. r © would never end 


REVOLUTION 
PARTY 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: KONAMI 

OEVELOPER: HARMONIX 

ESRB. EVERYONE 10+ 


There’s nothing more awkward 
than reviewing Karaoke Revolution 
Party—a game that requires you to 
sing and dance—in front of your 
coworkers. Embarrassing moments 
aside, Konami's latest karaoke game 
(their first for the GCN) is a blast, 
easily reigning at the top of the KR 
series. The game’s karaoke modes 
will judge your rhythm and your 
pitch as you sing one of 50 songs 
Into the GCN microphone peripheral. 
And if you're feeling even more 
adventurous, you can plug in the 
GCN dance pad for the challenging 
Sing and Dance mode (basically a 
mixture of karaoke and Dance 
Dance Revolution). KRP’s interface 
makes it as easy as possible to stay 
on pitch and on beat, while the awe- 
some character customization and 
environments (including crowds that 
will boo you off the stage if you're 
stinking up the joint) push the 
already-enjoyable experience over 
the top. Singing duets is somewhat 
problematic, It requires two micro- 
phones, both of which must plug in 
to the Memory Card slots on the 
GCN, forcing you to take your memo- 
ry card in and out if you want to 
Save. But this is only a minor detrac- 
tion from one of the best party 
games around. —Anoy M. 


SONIC RUSH 


SONIC RUSH 
|RATING: 9.0 


PLATFORM: NINTENDO DS. 
PUBLISHER SEGA 
DEVELOPER, SONICTEAM 
ESRB, EVERYONE 


As promised, Sonic Rush is a back- 
to-basics, blazingly fast platformer 
that hearkens back to the hedge- 
hog’s 16-bit glory days on the Sega 
Genesis. There are no knick-knacks 
to hunt down, no convoluted play 
mechanics to gum up the works—just 
one heck of a roller-coaster ride 
through some of the most beautiful 
2-D backdrops ever put to a hand- 
held screen (or in this case, screens). 
It’s a game many old-schoolers have 
been waiting a long time for; a game 
that alongside Castlevania: Dawn of 
Sorrow and Gunstar Super Heroes 
(also from Sega) Is ushering in a 2-D 
rena ssance. 

The levels in Sonic Rush are 
absolutely massive, filled with a 
smorgasbord of clever gimmicks that 
propel the blue blur (or second 
playable character Blaze) through 
the environments at dizzying speeds. 
In fact, this may be the fastest Sonic 
yet. Most of the game uses the bot- 
tom screen to extend the playfield 
vertically, but you'll also find bonus 
stages in which you use the stylus to 
steer Sonic through a 3-D half-pipe 
(reminiscent of Sonic the Hedgehog 
2). These stages are nothing mind- 
blowing, but they make for a fun 
diversion, and the touch-screen con- 
trol feels very solid. More impressive 
are the 3-D boss battles. Though 
you'll controi the hero in the same 
manner as in the side-scrolling 
stages, each of Or. Eggman’s 
mechanical monstrosities takes 
advantage of the extra dimension to 


EGA CASINO 


offer up an inspired face-off. Wait 
until you see the good doctor's final 
Creation. 

Hopefully there’s a lot more where 
this came from. Sonicteam has done 
a magnificent job of distilling Sonic 
to its purest essence without making 
it feel like we're retreading old 
territory. —Steve T, 


SEGA CASINO 


RATING: 6.0 


PLATFORM, NINTENDO DS 
PUBLISHER SEGA 
DEVELOPER; TOSE 

ESRB TEEN 


Amid the flood of gambling titles 
rushing to store shelves, Sega 
Casino stands out by offering many 
ways to play—from seven-card stud 
to keno to baccarat, there's no 
shortage of ways to get your gam- 
bling fix. Table games such as black- 
jack and craps function well because 
their rules are pretty cut and dry, 
but, fike the many other gambling 
titles available at the moment, the 
poker offerings don’t provide any 
challenge whatsoever. Sega Is 
known for taking its games a step 
beyond expectation, but Sega 
Casino misses in that regard. The 
graphics are clear and legible, but 
lackluster. The title doesn't make 
grand use of the touch screen either, 
an addition that would seem tike a 
no-brainer. You'll enjoy Sega Casino 
for the range of games it has to 
offer—just don't expect to be wowed 
by the presentation. —Curis S. 
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TRIGGER-HAPPY? 


ROUGH 
RIDE 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: ACTIVISION 
DEVELOPER’ NEVERSOFT 

ESRB: MATURE 


Cue the theme to High 
Noon: NP reviewers 
George Sinfield and 
Chris Shepperd see 
eye-to-eye an most 
elements of Wild West- 
themed Gun, but that’s 
hot going stop them 
from facing off on 
some of the finer 
points, Are you ready 
for ashootout? 


GS: Activision and Neversoft set out 
to win the West with the most ambi- 
tious GCN adventure of the year. Set 
in 1880 in and around Dodge City 
and Empire City, the well-crafted 
story centers on the search and bat- 
tle for a treasure of personal signifi- 
cance to cowboy-hero Colton White. 
In addition to story missions, a 
wide-open plain of activities has you 
thining for gold, corralling steers, 
playing Texas Hold ‘Em (with an ace 
up your sleeve) and hunting down 
wanted men for bounty. Though the 
game's wide reach adds to its enter- 
tainment value, the overall playing 
experience sometimes seems hasti- 
ly put together. Your completion of 
story missions unlocks side mis- 
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sions, but you often can’t get to 
them right away because you're 
locked into the story track—a point 
that you become painfully aware of 
when you're stuck in a brutal boss 
battle with no chance to opt out for 
a character-attribute-building ses- 
sion. At that moment, you begin to 
wonder, Is this a sandbox 
game, astraight-ahead 
story game or some odd 
mix of the two styles? 


CS: Well, it definitely fits 
all of the characteristics 
of asandbox game— 
open environment, plen- 
ty of side missions, etc.— 
but it just feels like 
there’s not enough sand 
in the box. | think that’s a 
big reason you're always heading 
toward the next main story point— 
there isn’t anything around the 
dusty, lonesome West to distract 
you. 

In truth, I'm not very torn up 
about this problem. The main rea- 
son is that the story itself is excel- 
lent—it’s been told in the movies 
plenty of times, but to see such 
great storytelling in a video game is 
a rare treat. It doesn’t hurt that the 
big-time voice acting came through 
in spades—Tom Skerritt’s character, 
Clay Allison, is particularly good. | 
agree that there are issues with the 
plot presentation—the side missions 
are sparse and short, and the RPG- 
like gains from finishing them aren't 
enticing enough to seek them out. 
But given the industry's trend 
toward sloppy storywriting, I'll hap- 
pily take what Gun is dishing out. 


GS: The acting and main plot are 
high points to a very good game— 
I'm partial to Ron Perlman’s per- 


formance as 
Hoodoo Brown. 
The horse-riding 
mechanics and 
animation are also 
excellent—the best 
we've seen yet. 
Gunplay is ade- 
quate, but prob- 
fematic if you 
want to switch 
weapons in the 
middle of a fight. 
The Control Pad- 
and-C-stick 
weapon-selec- 
tion procedure is 
unreasonably 
complex and, unfortunately, not 
available when the action is paused. 
I've even given up on trying to fig- 
ure out how to holster my weapon. 
Also, there's a little too much 
reliance on the "Bullet-Time"-style 
Quickdraw mode, not because it 
runs everything in slow-motion, but 
because it’s the only shooting 


method that gives you auto-aiming. 
I'd settle for fewer enemies and 
weaker bosses to have more consis- 
tency in the way the weapons oper- 
ate. 


CS: Yeah, | agree that in general the 
game could use more polish. The 
controller scheme is definitely a lit- 
tle wacky; as for holstering your 
gun, | expected the NPCs to react 
differently depending on how you 
carried your 
firearms, but 

I guess it was 
common in 
the Old West to 
walk up to bar- 
tenders or shop- 
keepers with 
both pistols 
aimed at their 
chests. 

{also would 
have liked to see 
more going on 
in the world, 


regardless of the mission you are 
on. It seems that trains went by and 
hostile indians attacked only when 
the mission called for it. A more 
lively, dynamic world would have 
improved the overall atmosphere 
quite a bit. The graphics, though, 
are more than serviceable—occa- 
sionally the textures look a little 
undercooked, but the picturesque 
landscapes overlooking a mountain 
lake or a distant town can be truly 
breathtaking. 


GS: The rides across the plains are 
beautiful, especially during the 
ranch-hand side missions. The char- 
acter design is excellent, too, but 
some incidental enemies are 
repeated far too often. There's one 
side mission in Empire City in which 
you fight what seems like dozens of 
identical rogues for a batch of 
stolen vaccine. The developers 
couldn't add some variety? Give a 
couple of the baddies a hat or 
something? Overall, Gun is a great 
playing experience, but 
at times it just seems 
spread thin, as if the 
designers had so many 
Wild West ideas they just 
couldn't fully implement 
all of them, and the holi- 
day release was too 
attractive to let the 
game slip for a couple of 
extra months of devel- 
opment time. 


CS: | think we agree that in the end, 
we just wanted more, More mis- 
sions, more variety, more drama. 
Once | had completed all of the 
objectives, | didn't feel compelled to 
just explore. A great sandbox game 
will do that—it will immerse you in 
the world long after the credits roll. 
Gun is a fun game while it lasts, but 
if given time, it could have been one 
of the great games of this console 
generation. 


Let’s see, should | order the mae or 
the Banana Daiquiri? 


MULTI- 
PLAYER 
MAGIC 


HARRY POTTER 
AND THE GOBLET 
OF FIRE 

|RATING: 8.5 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: ELECTRONIC ARTS. 
DEVELOPER. EA UK 

ESRB: EVERYONE 10+ 

Since the release of the Harry 
Potter and the Chamber of Secrets 
film, £A has accompanied each of 
the wizard’s trips to the multiplex 
with a single-player console 
adventure that shares story 
points and a title with the movie, 
but little else. Though the Goblet 
of Fire game still lacks film 
footage and vocal work by the 
movie's actors (sound-alikes do 
an adequate job), the characters 
take on the likenesses of the 
actors for the first time and the 
game's overall graphic style is 
more cinematic than ever. Dark 
and detailed landscapes are lit by 
a volley of dazzling magic spells 
that fly, flex and interact with the 
environment. Gameplay also 
takes a dramatic turn with a 
switch to three-player drop-in- 
drop-out action. Though the mul- 
tiplayer focus simplifies game- 
play (camera control is minimal 
and environmental puzzles are 
basic), the pros of co-op cama- 
raderie outweigh the cons. The 
bulk of the game takes place ina 


handful of huge areas where 
Harry, Ron and Hermione deal 
with new story events (the escape 
of the Hungarian Horntail dragon 
in the Forbidden Forest and the 
loss of the Golden Egg below the 
prefects’ bathroom) while they 
search for level-unlocking 
Triwizard Shields. Each area con- 
tains several shields, making it 
necessary to revisit places that 
you've already explored—but new 
paths keep them fresh. Enemy- 
attacking jinxes are assigned to 
the A Button while enemy-and- 
object-manipulating charms are 
assigned to the B Button. Charm 
selection is automatic, which sim- 
plifies the spell-casting process 
but, at times, the choice seems 
arbitrary, Why, for example, can 
you use Wingardium Leviosa to 
toss Dugbogs but not Erklings? 
Wizard Cards provide a reason 
for players to compete for Bertie 
Botts’s beans, the currency used 
to purchase the cards once 
they're unlocked. The use of 
combined spell-casting (players 
team up to lift a heavy object or 
dispatch an enemy) is another 
good multiplayer device. if you're 
playing solo, though, it can be 
difficult to get Al-controlied char- 
acters to cooperate, and next to 
impossible to complete some of 
Mad-Eye Moody's timed chal- 
lenges. Three one-player 
Triwizard Tournament events 
and a solo battle against 
Voldemort add variety, and they 
are short enough to keep non- 
participating players from being 
bored. The package adds up toa 
great leap forward for the Potter 
franchise, and a fun and inclusive 
gaming experience. —Georce S. 


THE INCREDIBLES 


THE INCREDIBLES: 
RISE OF THE 
UNDERMINER 
Jearinc: 5.5] 


PLATFORM: NINTENDO DS 
PUBLISHER: THQ 
DEVELOPER: HELIXE 

ESRB: EVERYONE 10+ 


Great tag-team action gets buried 
under a mountain of repetitive game- 
play in the DS version of the 
Incredibles sequel. Mr. Incredible spe- 
cializes in powerful punches and 
ground pounds; Frozone brings tong- 
range attacks and foe-freezing to the 
table. You'll need them both to navi- 
gate the side-scroller, using strength 
to smash barriers and freeze powers 
to make midair steps and to ice-glide 
across gaps. You'll swap out the char- 
acters constantly during battle, freez- 
ing foes and then tagging in Mr. 
Incredible to smash ‘em, Unlike many 
Stabs at tag-team play, this game puts 
it to excellent use. Level designs keep 
things interesting by throwing in 
everything but the kitchen sink to 
keep you swapping partners, but seri- 
ous deja-vu design plagues the enemy 
department. Alternative touch-screen 
contrafs are cleverly done on the 
lower screen, though it’s easier to sim- 
ply go cid-school. —Steven G. 


HARRY POTTER 
AND THE GOBLET 
OF FIRE 


PLATFORM: NINTENDO DS/ 
Game Boy ADVANCE 

PUBLISHER: ELECTRONIC ARTS 

DEVELOPER. EA UK 

ESRB EVERYONE 


By marrying the Harry Potter game 
franchise to the film franchise with 


Goblet of Fire, EA seems to be taking 
one of Holtywood's favorite wards to 
heart: action, Whereas past GBA ver- 
sions of Potter titles have been RPG 
adventures, the DS and GBA iterations 
of Goblet of Fire are nearly identical 
tsometric-view dungeon crawlers that 
have you firing jinxes at Dugbogs and 
Salamanders left and right, The games 
cover the same ground as the GCN ver- 
sion, offering an updated telling of the 
Goblet of Fire story that has Harry, Ron 
and Hermione sticking together 
through battles in the Forbidden 
Forest, the bowels of Hogwarts under 
the prefects’ bathroom and other 
places that Harry explores by himself 
in the book. You choose one member 
of the trio to control, and the others 
follow and come to your aid when you 
call them. The levels are long and just a 
tad tedious, but simple environmental- 
manipulation puzzles keep them inter- 
esting enough. As in the GCN version, 
spell-casting is basic—limited to a sin- 
gle button for jinxes and another for 
charms. There are fewer charms in the 
handheld versions, but the lack of vari- 
ety actually makes the fact that they 
are automatically selected less frus- 
trating. The DS version adds touch- 
controlled spell-casting for some inci- 
dental enemy encounters (using an 
attack-then-defend turn-based inter- 
face) and a cotlection of minigames 
that are available from the main menu 
once you unlock them in the adven- 
ture. It also features two-player wizard 
dueling and a Care of Magical 
Creatures virtual-pet simulator that is 
humorous but shallow. The GBA ver- 
sion counters with two-player partici- 
pation in Triwizard events and in the 
Yule Ball rhythm game. The lack of RPG 
depth is a disappointment, but the 
titles are solid additions to the Harry 
Potter gaming world. —GEorcE S. 
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QUITE A RACKET 


MARIO TENNIS: 
POWER TOUR 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: NINTENDO 
DEVELOPER: CAMELOT 

ESRB; EVERYONE 


Camelot has been developing 
Mario sports games for a while 
now, and unfortunately, in 
Mario Tennis Power Tour it feels 
like the spark of imagination 
has faded a bit. While Mario 
Tennis is by all means a decent 
game, it lacks the flair that 
would make you want to play it 
over and over again. 

Like the first Mario Tennis for 
Game Boy Color, Power Tour is 
mostly built around the aptly 
named Power Tour mode, an 
RPG-style story mode in which 
you attend a prestigious tennis 
school and must rise through 
the ranks to become the 
school’s elite player. The system 
works well to introduce you to 
the fundamentals of tennis, but 
the early opponents are far too 
easy. And sadly, by the time the 
competition is up to snuff, the 
game reverts to the same trick- 
ery that was first introduced in 
Mario Power 
Tennis for 
Nintendo 
GameCube: 
Power Shots. 
Instead of mak- 
ing the game 


challenging ina 
creative or skill- 
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ful way, Mario Tennis bails out in 
favor of wacky megashots that 
dominate every scoring oppor- 
tunity. It’s nearly impossible to 
score against good opponents 
without using Power Shots, and 
it’s nearly impossible for your 
opponent to score against you, 
too, Maybe such gimmicks are 
to be expected from a Mario 
sports game, but why spend all 
that time teaching the funda- 
mentals if they're going to be 
washed away by Power Shots? It 
doesn’t make sense. Also, grass 
and clay courts are strangely 
absent from the story mode 
until very late, although they 
are available right away in exhi- 
bition and multiplayer matches. 
The minigames you unlock 
from tour mode are one of the 
bright new additions to Power 
Tour. In the story mode, you 
must compete in these 
minigames to gain new Power 
Shots. They require a mixed bag 
of gaming skills, from quick 
teflexes and perfect timing to 
high-speed button-mashing. 
They're a lot of fun and a nice 
diversion from match after 
match of straightforward tennis. 
Curis S. 


SBK: SNOWBOARD 
KIDS 


PLATFORM, NINTENDO DS 

PUBLISHER, ATLUS 

DEVELOPER: ATLUS 

ESRB: EVERYONE 

Think Mario Kart on ice; that’s the 
best way to describe Atlus’s SBK: 
Snowboard Kids for DS. Snow- 
boarding with disabling Items was 
pioneered by Atlus in the original 
Snowboard Kids for N64, and the DS 
game-—the third in the series—is 
arguably the most refined of the 
three. in addition to racing against 
malicious characters, you'll try to beat 
the clock in Slalom mode and outwit 
wily boss boarders in Boss mode. 
Great multiplayer options, including 
the single-card, four-player LAN 
mode, make it a snap to race with 
friends. S8K integrates all of the DS's 
special attributes: tap sequences on 
the touch screen to pull off special 
tricks, shout into the mic to wake up 
your sleep-stricken racer, and track 
the progress of other players on the 
bottom-screen map. The action is fast 
and furious, and play controt is as 
solid as a block of ice, which is handy 
since you'll have to avoid enough of 
those on the game’s many inventive 
courses. But the action toses some of 
its edge when you try to dodge shots; 
you'll end up crouching through much 
of the race in preparation for the eva- 
sive maneuver, and control speed lags 
while crouching. Even so, by using 
items deftly, discovering shortcuts 
and buying better shots and boards in 
the shop, you'll overcome the game’s 
few lapses and come home a winner. 
—Scort P. 


TRUE CRIME: NEW 
YORK CITY 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: ACTIVISION 

DEVELOPER’ LUXOFLUX 

ESRB: MATURE 

The mean streets of New York are 
home to criminal-turned-cop Marcus 
Reed in Activision's follow-up to True 
Crime: Streets of L.A.. Reed’s question- 
able background and underworld con- 
nections give you the option either to 
take the bad-cop route (extortion, 
black-market sales of stolen goods) or 
to follow the straight and narrow. If you 
play by the rules, you'll climb the pro- 
fessional ladder and learn additional 
police-officer skills, but you'll likely 
have less money to purchase weapons 
and cars. Crimes pop up as you make 
your way through the game's faithful 
reproduction of Manhattan. You can 
chase perps to earn paycheck-generat- 
ing Career Points, or go for the big fish— 
four crime syndicates that rear their 
ugly heads in a six-chapter story. The 
openness is mind-boggling. You could 
spend hours cruising the streets in 
search of criminals, gun shops and 
street races. But if you want to move 
quickly through the story points, you 
can take cabs or the subway to mission 
locations; a great feature that saves 
hours of cross-town driving. Where the 
title falters is in a lack of polish. The 
graphics are so dense with detail, they 
often seem muddy, and it is much too 
difficult to capture criminals due to 
wonky collision detection. Also, simple 
actions require you to press a combina- 
tion of buttons, making it difficult to 
remember all of the controls. if you can 
put up with some roughness around the 
edges, though, you're in for a satisfying- 
ly lengthy and tough ride. —GeorGe S. 


WARM FUZZIES 


ANIMAL CROSSING: 
WILD WORLD 


PLATFORM: NINTENDO DS 
PUBLISHER’ NINTENDO 
DEVELOPER’ NINTENDO 
ESRB: EVERYONE 


Animal Crossing isn’t 
for everyone: It might 
not be for those whose 
souls are dead as 
radioactive bunkers, 
or who've pulled the 
plug on their creativity or cut out 
their heart and dropped it in the 
wood-chipper. But it is for the rest 
of us, 

| wouldn't have said that about 
AC’s GCN debut, which introduced 
people to the charms of living amid 
pants-wearin’ animals in a town 
that changed in real time, 24/7, It 
was a fantabulous title that opened 
Many eyes—including mine—to 
what video games could be, But 
some major elements {using the 
keyboard and the paint program, 
plus visiting towns) were gunked 
with molasses; slowed by the limita- 


tions of the GCN controller and 
memory card, that is. 

The DS version, with touch control 
and wireless communication, not 
only eliminates those problems, but 
it weaves them into an intuitive and 
immersive experience that’s truly 
the “communication game" the first 
AC meant to be. 

Playing the DS version over the 
Nintendo Wi-Fi Connection or wire- 
less LAN is the easiest way to see 
that AC is stepping up. You couldn't 
meet players in the previous game: 
you could only visit their villages. 
Now that I've played Animal 
Crossing: Wild World over the 
Nintendo Wi-Fi Connection (having 
others over to my town or heading 
over to someone else's, chatting 
with several players at once, trading 
items, getting tours of their homes), 
the first AC feels like a ghost town. 
Mind you, | played the GCN game 
for 360 continuous days, but | could 
never go back now that I've experi- 
enced Wild World. There is one 
communication breakdown, howev- 
er: despite going Wi-Fi, the game 
won't let you send mail to players in 
other towns from your own post 


office; you still have to travel to 
those towns first then send ‘em 
from their postal centers. Too bad. 

But even if you never travel to 
another town or let anyone into 
yours, Wild World still lives up to its 
“communication game” status with 
great improvements, Animals blab 
a lot—there’s seemingly enough 
writing behind critters’ dialog bal- 
loons to fill an average Harry Potter 
novel. It was pretty amusing last 
time; in the DS version, the writing 
hits a high and stays there. It's 
funny, weird, sad, ecstatic, melan- 
choly or superpeppy, depending on 
which animal you're talking to. But 
it’s almost always a kick, and if you 
tuned out the animals last time, 
you'll dial ‘em back in now. They'll 
also ask favors of players to draw 
you into their lives more deeply: it’s 
out with monotonous delivery 
quests, and in with specific inter- 
ests, such as wanting to snack ona 
Frainbow trout (which may send you 
fishing for hours) or obsessing 
about fashion (which may compel 
you to seek rare outfits). The resi- 
dents also behave in more-complex 
ways (gossiping among themselves 
as you “listen” nearby, for instance) 
that will make you. .. it’s embar- 
rassing to admit... tove the little 
dudes. 

But putting communication aside, 
Wild World brings back much from 
the GCN version that is familiar, 
then spices it up with new stuff, 
Some players would sit up awake all 
night fishing on the GCN; they'll find 
new fish swimming in the rivers and 
offshore now, Same for bugs and 
fossils: many returning faves, plus 
new catches. Among the furniture 
sets and hundreds of stand-alone 
items are many now-classics and 
lots of new surprises. Likewise with 
neighbors, visiting NPCs, holidays, 
special events and so on. Some fans 
might want 100% new everything; 
but to me, the old/new 
blend feels right. 

lam hooked by the 


categories of items: 
hats and accessories. 
Given how much | 
plan to be hitting the 
road via Wi-Fi and 
meeting other play- 
ers, the ability to 
change my appear- 
ance (and my hair- 
style at the new 
salon) is welcome. 
Since the paint pro- 


VIEWS 


HAT’S PLAYING NOW 


gram Is a breeze with the stylus, 
whipping up costumes is great for 
those of us who wish Halloween 
were every day. 

But while the game brings much 
to the table that it didn’t before, 
ultimately it’s the way it now brings 
your game (your attitude, creativity, 
communication and ambition) into 
the spotlight (locally and nationally) 
that makes Animal Crossing: Wild 
World truly exceptional. —Steven G. 
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Wild World is crazy fun, and itl only get 
addition oftwonew MOFe inSAane as more people move there. 


Why, oh, why do you insist 
on making so much noise 
this early, aiya! 


PLATFORM. NINTENDO GAMECUBE 
PUBLISHER: NAMCO 

DEVELOPER: Butz GAMES 

ESRB: EVERYONE 


The Pac-Man action-adventure 
concept is a little tired—he hops 
around for pellets and fruit, runs into 
a few enemies; lather, rinse, repeat. 
Though Pac-Man World 3 sticks to the 
tried-and-true formula, it does so 
with a lot of great touches and extras. 
The game's 15 levels are complex 
multipath affairs that recatl those of 
the Namco-published (-Ninja. Also, 
Pac-Man learns an assortment of 
clever moves that make use of his 
round body and penchant for pellets. 
The Rev Roll, for example, allows Pac- 
Man to plow through enemies and 
pick up speed for long jumps, anda 


IT’S BRO 
TIME 


MARIO & LUIGI: 
PARTNERS IN TIME 


PLATFORM: NINTENDO DS 
PUBLISHER: NINTENDO 
DEVELOPER: ALPHADREAM 
ESRB: EVERYONE 


Most RPGs take themselves 
very seriously, They explore 
themes like love, conflict and 
humanity with epic tales steeped 
in gravitas. Mario & Luigi: 
Partners in Time explores the nar- 
rative value of hitting someone 
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special pellet creates a rainbow 
stream behind Pac-Man that he can 
use to corral enemies. Among the 
extras are 18 unlockable mazes that 
play like the Pac-Man classics, as well 
as a museum dedicated to the hero's 
25-year history. Old-school fans will 
enjoy the nod to the past. Platform 
aficionados will appreciate the 
smooth control and nonstop action 
—GEORGE S. 


MARIO PARTY 7 


PLATFORM: NINTENOO GAMECUBE 
PUBLISHER: NINTENDO 
DEVELOPER: HUDSON SOFT 

ESRB. EVERYONE 


No video game character knows 
how to party like Mario, and even 
though this series is now on its sev- 
enth console iteration, there’s no 


over the head with a hammer. And 
really, isn’t that more important? 
Like Mario & Luigi: Superstar 
Saga, Partners in Time is not just 
amusing; it’s genuinely funny—the 
rare game that can actually make 
you laugh out loud. The writing is 
once again spot-on, and the anima- 
tion quality has improved over the 
previous game to allow for more 
physical comedy (which usually 
involves abusing Luigi, of course). 
Setting the stage for these wacky 
hijinks is a plot that has Mario and 
Luigi traveling back in time and 
teaming up with baby versions of 
themselves to stop an alien inva- 
sion. The unique partnership makes 
great use of the dual screens and 
lends itself to some creative evel 
design. You'll frequently have to 
separate the toddlers from the 
grown-ups, controlling the duos 


sign that the festivities are slowing 
down. Quite the opposite—Mario 
Party 7 adds some nice new features 
to the tried-and-true formula. The 
basics are the same: choose froma 
variety of themed boards, march to 
whatever space Lady Luck dictates, 
collect coins, obtain stars and 
engage in a multitude of minigames. 
Whether playing solo in a barrel-hur- 
dling race against Donkey Kong, 
teaming up with a partner to toss 
vegetables onto a truck or using the 
included microphone to send vicious 
sea life after the other players, you'll 
usually be engaged in simple but 
riotous fun, and there’s no lack of 
variety. MP7 also mixes things up by 
changing the way you get stars. On 
some boards you'll simply buy them, 
but on the Windmillville board, for 
example, you'll get stars by competi- 
tively investing funds in windmills; in 


independently (on their own 
screens) so they can work in tan- 
dem to solve puzzles or take differ- 
ent routes to the next area. Asa 
result, traversing the game's varied 
locales is usually more inter- 
esting and involving than in 
your typical RPG. The same 
holds true for the battle sys- 
tem, in which you take an 
active role in executing 
attacks and dodging enemy 
strikes. The boss encounters 
in particular will put your 
reflexes to the test. 
Partners in Time does 
stumble in a couple of 
areas: the time-travel 
theme is sorely underuti- 
lized, the game is fairly 
easy, and for everything 
the developers added 
(Bros. items), it seems like 


Pyramid Park you'll start with five 
stars, and the only way to get more 
is by using Chain Chomps to steal 
them from other players. 
Furthermore, Mario Party 7 adds a 
new eight-player mode in which 
teams of two share a controller. The 
eight-player minigames are basic 
and a little awkward, but they're a 
great inclusion for big social-gaming 
gatherings, Too bad MP7 doesn’t do 
much to improve Salo mode-—it’s still 
a total drag, and playing it is, unfor- 
tunately, the only way to unlock the 
game's sixth board, Some players 
may be irked that the outcome of 
each game is determined more by 
luck than by skill, but Mario Party 
isn’t about who wins and who loses 
as much as it is about the multiplay- 
er experience—and that’s something 
MP7 excels at. —CHRIS H. 


they took something out (Bros. 
Attacks). Minor nitpicking aside, 
it’s a worthy follow-up to 
Superstar Saga, and the first great 
RPG on the DS, —Steve T. 


HI HI PUFFY 
AMIYUM 
KAZNAPPED! 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: D3 

DEVELOPER: D3 

ESRB EVERYONE 


The GBA debut of Cartoon 
Network's J-pop duo Puffy AmiYumi 
is exactly what you'd expect: a 2-D 
platformer in which extracute ver 
sions of singer Ami and guitarist 
Yumi take turns collecting musical 


notes, stupefying fan boys and beat- 


Ing up kooky rabots. That it does 
what it does with such colorful flair 
and tight pacing Is the pleasant sur- 
prise that makes this entertaining 
piece of fluff rise above the 
licensed-character hap-and-battle 
scrap heap. A shooter minigame 
between three-level sections of the 
World Tour adds variety, as do a 
swimming level and a series of 
block-and-switch puzzles. Ami’s 
microphone-swinging move isn't 
quite as simple to pull off as it 
should be, and Yumi’s Flying V gui- 
tar attack could use a little less 
wind-up anda little more zing, but 
18 levels, loads of unlockables and 
undeniable polish make the game a 
SUCCESS, —GEORGE S. 


SUPER MARIO 
STRIKERS 


PLATFORM’ NINTENDO GAMECUBE 
PUBLISHER: NINTENDO 
DEVELOPER: NEXT LEVEL GAMES 
ESRB. EVERYONE 


The big man is back, this time don- 
ning a kit and cleats in Super Mario 


Strikers, and the action on the pitch 
is fast and furious. The multitude of 
items and antics keeps the game 
Moving at a ludicrous pace. 
Additionally, an enormous Bowser 
appears once ina while to shake 
things up, Possession of the baft 
changes so often it makes your head 
spin. In multiplayer games, it’s even 
better—you can’t help but taunt v 
you knock your opponent off the ball 
with a Koopa shell just before he gets 
off a surefire shot on goal. 

The big issue with on-field play is 
the almost-random chance that goals 
will go in or get blocked by the goal 
keeper. One-time passes and other 
carefully established plays have 
about as much likelihood of finding 
the back of the net as blasts from the 
midfield line. Mario sports games are 
great for their frenetic action, but 
they should at least reward solid fun: 
damentat gameplay skill, as well. 
That said, you don't get the sensation 
that one keeper is playing exception 
ally better than the other at any time, 
so you never feel like you're getting 
shafted. 

Super Mario Strikers is a great first 
step in a long series of quality soccer 
games. It doesn't have all the bells 
and whistles of a well-established 
franchise, but the core gameplay is 
nearly spot-on. Unfortunately, the 
only modes are single-player exhibi- 
tion, multiplayer exhibition and a 
handful of cup challenges, It would 
have been nice to see a little more 
variation in the gameplay. 
Nonetheless, for sports-game fans 
looking for yet another fix of frenzied 
multiplayer fun, Strikers will fit the 
bill quite nicely. —Cnris S. 


en 


BLACK IS 
THE NEW 
BLUE 


SHADOW THE 
HEDGEHOG 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: SEGA 

DEVELOPER’ SONICTEAM 

ESRB’ EVERYONE 10+ 


When Sega first announced 
that their next console title 
starring a hedgehog would fea- 
ture Shadow packing heat, 
many dismissed it as a cynical 
attempt by the publisher to 
cash in on a more “mature” 
audience. The finished prod- 
uct, however, should quiet 
many of the critics. This darker 
take on the Sonic universe suc- 
ceeds for the most part, giving 
the series a bit of an edge with- 
out going overboard on vio- 
lence. In fact, most of the gun- 
play is fairly tame. Its main 
purpose is seemingly to slow 
things down between hyper- 
fast set pieces, providing a nice 
balance in terms of pacing. 
Plus, blasting Shadow’s foes 
with the wide 
variety of 
weapons at his 
disposal is just 
plain fun. 

Who those 
foes are is up to 
you. The game 
plays off its tit- 


ular hedgehog's mysterious 
nature by allowing you to pur- 
sue heroic, evil or neutral 
objectives in each level. 
Depending on which you 
choose, the story branches 
into a number of divergent 
paths, each leading to different 
stages, bosses and endings. 
You can play through the game 
once in about four or five 
hours, but you'll see only a 
small fraction of what it has to 
offer. And many of the sights 
are well worth seeing. Shadow 
is running on an all-new graph- 
ics engine that results in some 
awe-inspiring scenes and an 
impressively smooth frame 
rate. 

Though it’s a significant 
departure for the series, some 
of the problems from the past 
few games do carry over. It’s 
still far too easy to fall to your 
death, too many quests require 
you to find “X” objects without 
providing any sort of radar or 
direction, and while most of 
the game looks attractive, it 
dips into Dreamcast territory 
from time to time (especially 
for some of the character mod- 
els). Like the 3-D Sonics, how- 
ever, Shadow survives these 
shortcomings to deliver an 
enjoyable, high-octane adven- 
ture. Naysayers be damned. 
—Sreve T. 


DON’T BE ASKSR H8R 


TONY HAWK’S 
AMERICAN 
SKSLAN 


PLATFORM, NINTENDO DS 
PUBLISHER: ACTIVISION 
DEVELOPER, VICARIOUS VISIONS 
ESRB; EVERYONE 


Vicarious Visions (the developer 
responsible for all of the GBA 
Hawk games) has excelled at 
translating Neversoft’s beloved 
console franchise into the 2-D 
realm, and the team has delivered 
a3-D Hawk game for the DS that 
is one of the best in the series, 
Tony Hawk's American Sk8land 
stands out from other Hawk titles 
because of its cel-shacded graph- 
ics, Don't expect to be wowed by 
the game’s visuals, but make no 
mistake—Sk8land is a Hawk game 
to its core. The controls are spot- 
on, the level design rocks {a claim 
that | wouldn't make for either 
THUG game) and most of the 


moves from the other games in 
the franchise are included. There 
are some exceptions—you can't 
get off your board and run around 
on foot, for instance—but they 
Matter little in the context of this 
game. 

Despite THAS's similarity to its 
console predecessors, the game 
stands on its own with a plethora 
of DS-specific functionality. 
Character customization is espe- 
cially cool, allowing you to design 
your own boards and graffiti tags 
using a robust paint editor. You 
can even create voice-overs using 
the DS microphone (it'll freak your 
friends out to hear your voice in 
the game). But THAS’s greatest 
use of the DS is its Wi-Fi function 
ality. The list of Wi-Fi features is 
long, and though a few come 
across as afterthoughts, some are 
a blast. Head-to-head competi- 
tions are especially fun, despite 
the absence of Horse mode 
(which we saw in an early version 
of the game). 

If THAS lacks in any area, it’s in 
the game’s overall structure. The 
nonintuitive menu system and 
behind-the-scenes stat leveling 
make it difficult to track your 
progress. Each of the game's 
seven levels is available in both 
Story and Classic modes, but only 
Classic mode is linked to Wi-Fi 
play, which may be annoying to 
fans who favor Story mode. Aside 
from a few minor issues, though, 
Vicarious Visions has done a fan- 
tastic job creating a faithful and 
fun Hawk game. —Anpy M. 


Chat (Liv. 


THE SIMS. 


THE SIMS 2 


PLATFORM. GAME BOY ADVANCE 
PUBLISHER. ELECTRONIC ARTS 
DEVELOPER: MAXIS/AMAZE 

ENTERTAINMENT 
ESRB: EVERYONE 10+ 


The GBA iterations of Sims titles 
play by different rules than the con- 
sole and PC games. In fact, it would 
be difficult to categorize The Sims 2 
for the GBA as a sim at all. Your char- 
acter has needs (food, rest, bladder 
relief), as in the GCN and DS Sims 2 
titles, his social standing builds as he 
communicates with other Sims, and 
he can purchase items for his home, 
but his main activities revolve 
around a linear 11-episode story with 
specific mission goals. The feed-him- 
when-he's-hungry aspect at the cen- 
ter of other Sims titles is more of a 
minor annoyance in this game than a 
source for inspired play. But inspira- 
tion is evident in the game’s humor- 
ous characters, reality-television- 
parodying storyline and production 
value (great graphics and an enter- 
taining show-opening sequence). The 
playing experience is enjoyable, just 
different from what you might 
expect if your concept of Sims games 
is PC-based. —GeorGE S. 


THE SIMS 2 


PLATFORM NINTENDO GAMECUBE 
PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: MAXIS 

ESRB. TEEN 


Whether The Sims 2 will turn your 
crank depends on whether you like 
MTV's The Real World. Though you 
can select one of five aspirations 
that determine your main goals, the 
Romance and Popularity options are 


what transform this Sims into a 
party animal. You can choose to play 
your primary character like a 
eunuch and focus on Wealth, 
Knowledge or Creativity, but you'll 
bump into and take control of other 
characters in story mode, many of 
whom must pursue Romance or 
Popularity. All playable characters 
get a rotation of secondary goals 
that aren't scandalous—getting jobs 
and earning promotions; mastering 
skills like logic and mechanics; mak- 
ing paintings and altering architec- 
ture—but it’s bed-happing and late- 
night bashes that steal the spotlight, 
Allis done with Sims humor (by far 
the funniest and best-animated yet 
on consoles), so you won't see any- 
thing racier than acrobatics under 
bed sheets, But what really turns 
Sims 2 into a must-play Is the depar- 
ture from managing Sims like ants 
(still an option) and instead living 
their lives through direct control. It 
puts you at the heart of the action 
and taps into the new Social mode, 
which relies on a great system of 
body language and an ever-adapting 
menu of communication options 
that range from catfighting to pro- 
posing marriage. If someone backs 
off, a kiss is risky; if your love inter- 
est presses close, it’s a bad time for 
hacky sack, Social mode is amazing 
for a few days, but then its myster- 
les become obvious. Fortunately, 
Sims 2 offers many long-term dis- 
tractions, such as the epic story 
mode (which starts with spring- 
breaky locales then goes very 
strange places), the freeplay made 
that lets you create your own 
domestic paradise (or hell, if you 
choose}, plus a new cooking system 
(complex but too much busy work) 
and fashion engine (worthy of seri- 
ous obsession). —STEVEN G. 


A Lifelong 
Adventure! 


A Dreams Do 
Come True!! 
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SSS SSCs TMNT? GN) 
Ls comersmeseee 


TEENAGE MUTANT 
NINJA TURTLES 3: 
MUTANT 
NIGHTMARE 


PLATFORM’ NINTENDO GAMECUBE 
PUBLISHER’ KONAMI 
OEVELOPER: KONAMI 
ESRB’ EVERYONE 10+ 


The folks at Konami have added 
numerous appreciated features to 
their latest TMNT game in an effort 
to bring the series out of the sewer, 
including upgradeable combos and 
skills, stat-boosting scrolls to find 
and equip plus more-varied game- 
play. The new shooting stages are 
basic but fun, and the driving stages 
are vastly improved over those in 
TMNT2. Unfortunately, the develop- 
ers didn't fix the main problem: the 
series’s clunky combat engine. The 
fighting is still stiff, targeting is still 
problematic and the turtles still take 
way too long to recover when they 
get knocked down. CPU-contralled 
teammates (a cool inclusion in thea- 
ry} that inadvertently hamper your 
movement don’t help matters either. 
Even the classic TMNT; Turtles in 
Time bonus arcade game doesn’t run 
as smoothly as it should. —Curis H. 


DR. MARIO & 
PUZZLE LEAGUE 


PLATFORM. GAME Boy ADVANCE 
PUBLISHER, NINTENDO 
DEVELOPER: INTELLIGENT SYSTEMS 
ESRB: EVERYONE 


Dr. Mario & Puzzle League offers 
two solid, classic puzzie games in 
one Game Boy Advance pak—nothing 
more, nothing less. If you've experi- 
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enced the mind-bending gameplay 
of these titles in their previous incar- 
nations, then you know what to 
expect here: addictive, combo-ori- 
ented, color-matching action that 
can keep puzzle-game fans hooked 
for hours. Both titles feature a 
decent but familiar selection of 
modes—including solo play and ver- 
sus-CPU bouts butit’s aletdown 
that you need two copies of the 
game to play against a human oppo- 
nent. It’s also too bad the developers 
didn’t do more with the presenta- 
tion; Dr. Mario has some new anima 
tions, but Puzzle League has no per- 
sonality whatsoever. Fortunately, 
what these games lack in style and 
innovation they make up for in chal- 
lenge and fun. —Cnris H. 


THE SIMS 2 


PLATFORM’ NINTENDO DS 
PUBLISHER. ELECTRONIC ARTS 
DEVELOPER: MAxiS/AMAZE 

ENTERTAINMENT 
ESRB; EVERYONE 10+ 


Roadside attraction or travel des- 
tination? In theary, the DS version of 
The Sims 2 could have had the best 
of both worlds. Set in a desert town 
that's overrun with aliens and, worse 
yet, hotel guests that routinely suffer 
emotional breakdowns, The Sims 2 
goes for ultraweird as proudly as all- 
time greats EarthBound and Maniac 
Mansion. And it’s hard-core about 
being a hotel sim, letting you turn a 
run-down fleabag into a thriving 3-D 
resort with your personal touches, 
right down to the paintings that hang 
on walls and the music piped into 
rooms. Sadly, the game has one 
major problem: In mimicking the 
console version’s groundbreaking 


communication system, which 
makes you watch a person carefully 
for nonverbal cues before you 
choose one of many nonverbal 
responses, the DS game dumbs it 
down so it's a memorization chore, 
with almost none of the cues making 
any sense. Since you interact with 
hotel guests constantly, the mindless 
monotony makes you want to run 
screaming for the hills. In addition, 
the Sims system of gaining skill 
points (logic, creativity, etc.) through 
Interacting with related items like 
books and easels has also been sim- 
plified to collecting random tokens. 
Dull and uninspired for a Sims game. 
It's alla shame, since the strange 
humor is well-done, the minigames 
are good and a real-time system 
lends a very simmy touch to guests’ 
comings and goings. In addition, the 
system of Sim needs (like eating, 
drinking and sleeping) has been 
made much less nagging, combined 
Into one tidy Sanity meter. 
Ultimately, The Sims 2 is a great 
Curiosity for a day, but it’s not a 
place you'd want to stay. —STEVEN G. 


VIEWTIFUL JOE: 
RED HOT RUMBLE 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: CAPCOM 

DEVELOPER: CLOVER STUDIO 

ESR: TEEN 


After proving that side-scrollers 
can still be innovative and engaging, 
Viewtiful Joe tries something a bit 
Gifferent for his latest console out- 
ing. A four-player brawler in the vein 
of Super Smash Bros., Red Hot 
Rumble isn’t nearly as earth-shat- 
tering as the celluloid superhero’s 
first twe games, but it’s faithful te 


the spirit of the series, offering 
something truly unique. Rather than 
simply duke it out, players compete 
over certain objectives: trying to 
defeat the most enemies, collect the 
most coins, put the biggest hurt on 
bosses, etc, It’s an interesting 
dichotomy that forces the players to 
cooperate against external forces 
while competing against each other. 
The tocales for these myriad show- 
downs are provocative and varied; 
one particularly cool scene puts the 
combatants on the wings of a bi- 
plane while another aircraft chases 
it through a valley with guns a- 
blazin’. The series's trademark 2-D- 
meets-3-D aesthetic is in full effect 
and as appeating as ever (though 
the Johnny Rockets ads plastered 
everywhere have to go). In addition, 
some great animated cut-scenes 
really bring out the game's delight- 
fully bizarre personality. 

So what prevents Red Hot Rumble 
from achieving true Viewtiful sta- 
tus? The gameplay just isn’t as pol- 
ished as the rest of the package. The 
implementation of the VFX Powers 
(one of the elements that helped the 
series make a name for itself) is 
tragically underdeveloped, a few of 
the characters are terribly unbal- 
anced, and the game just doesn’t 
feel as solid as previous Joes. There 
are enough neat ideas here that I'd 
like to see Clover try a sequel, but 
they need to work out some of the 
kinks. —STEVE T. 
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A ToamArts. RAGON BALL 7 Co 


DRAGON BALL Z: 
SUPERSONIC 
WARRIORS 2 


PLATFORM: NINTENDO DS 
PUBLISHER: ATARI 

DEVELOPER: BIRD STUDIO/SHUEISHA 
ESRB; EVERYONE 10+ 


thate to break it to Dragon Ball Z 
fans (mainly because I'm terrified of 
them), but Goku and company’s first 
foray on the Nintendo DS is pretty 
mediocre. The sequel to last year’s 
Supersonic Warriors for the GBA, it 
suffers from an overly simplistic fight- 
Ing engine, weak animation anda 
Story mode that skims past major plot 
points with all the bluster of LOth: 
grade chemistry class. The game also 
does very little to take advantage of 
the DS hardware. The hattom screen is 
used only to tag in your partner during 
team battles and to activate Team 
Super attacks, both of which could 
have been mapped to the buttons eas- 
ily. “What if?” scenarios for each of the 
playable characters (including tons of 
unlockables) may be of interest to DBZ 
devotees, but the half-hearted execu- 
tion of everything else will ultimately 
leave them disappointed. —STeve T. 


THE CHRONICLES 
OF NARNIA: THE 
LION, THE WITCH 
AND THE 
WARDROBE 
|RATING: 5.5 | 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: BUENA VISTA GAMES 
DEVELOPER, TRAVELLER'S TALES 
ESRB: TEEN 


Being a fan of the book series, | really 
wanted to enjoy what is sure to be the 


first of many Narnia-based games. 
There are definitely some likeable 
things about The Lion, the Witch and 
the Wardrobe, but overall the game 
doesn't stand on its own. Much like EA’s 
Lord of the Rings titles, this one is a 
fast-paced action game that weaves in 
movie footage to tell its story. The 
Pevensie children—Peter, Susan, 
Edmund and Lucy—each have their 
own special abilities. (Lucy, for 
instance, can heal the other party 
members, while Edmund can climb 
trees.) You can cycle between the chil- 
dren on the battlefield, and link them 
together to perform some interesting 
cooperative moves. Visually, Narnia 
excels, pulling its characters and envi- 
ronments straight out of the movie. 
The problem is that the characters are 
often thrown into scenarios that don’t 
have any rhyme or reason, and movie 
footage is so embedded that it feels like 
you're not even playing a game half the 
time, ~ ANby M. 


NEED FOR SPEED: 
MOST WANTED 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: EA 

DEVELOPER: EA CANADA 

ESRB. TEEN 


Beginning Need for Speed: Most 
Wanted behind the wheel of a super- 
fast BMW that handles like a dream, 
you'll think it’s a far cry fram the previ- 
ous games in the series, which start 
you off in stock models mare likely to 
be found in your grandparents’ garage 
than dueling on the streets. But it's all a 
cunning trick. After several breezy vic- 
tories, you'll blow a gasket and lose 
that sweet ride to a punk named Razor. 
The rest of the game is all about climb- 
ing back to respectability among your 
peers by winning races, tormenting 
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NEED FOR SPEED 0s” 


cops and earning enough cash to buy 
cars that can compete with the bad 
boys on the notorious Blacklist. 
Combining the tuner culture of Need 
for Speed Underground with the excite- 
ment of cop pursuits is definitely the 
right direction for this series to head, 
You'll have ample opportunities to cus- 
tomize your wheels, take on dozens of 
different racing challenges and still 
experrence the thrills and chills of the 
chase. Production quality is fine, too, 
from an excellent music score to rock- 
steady graphics. This may be one of the 
smoothest racers ever, and definitely a 
most-wanted on my list. Scott P. 


NEED FOR SPEED: 
MOST WANTED 


PLATFORM: NINTENDO DS 
PUBLISHER. EA 
DEVELOPER. EA CANADA 
ESRB EVERYONE 


Ican think of along list of items that 
wauld have been nice in the Nintendo 
DS version of NFS: Most Wanted. Good 
use of the DS's attributes would have 
been welcome. (Touch-screen decal 
painting Is okay, but somewhat limited 
and buggy.) A fully fleshed-out story as 
in the GCN version would have been a 
plus—and some sort of free-roaming 
mode, too. And more than anything | 
wanted the thrill of high-speed police 
chases, but the cops in this version 
must be sleeping off their doughnuts; 
they show a marked lack of enthusiasm 
for pursuit. What | didn’t expect to see 
was frames dropping when a few extra 
cars showed up on the screen, and! 
could have used extra lighting on many 
of the tracks, not to mention brighter, 
easier-to-discern colors on the course 
Map. What actually made it into the 
game is smooth play control, a good 
sense of speed, LAN multiplayer 


NARNIA (Os) 
Lepore 


options and a nice mix of race types, 
from lap knockouts to barricade chal- 
lenges wherein you dodge police barri- 
cades, The game is solid, but it could 
have been so much more. —Scorr P, 


THE CHRONICLES 
OF NARNIA: THE 
LION, THE WITCH 
AND THE 
WARDROBE 


PLATFORM: NINTENDO DS 
PUBLISHER. BUENA VISTA GAMES 
DEVELOPER: AMAZE ENTERTAINMENT 
ESRB. EVERYONE 10+ 


Though C.S. Lewis's tale of a 100- 
year winter unfolds in Buena Vista's 
OS book-and-movie adaptation, the 
story often gets fost in the game’s 
numerous side quests, character- 
building exercises and battles—lots 
and lots of battles. You control one 
Pevensie sibling at a time and dole 
out attack strategies to the others via 
the touch screen as the group of up to 
four (all available as player-controlled 
characters in Multiplayer mode) fights 
Boggles, wolves and other much-too- 
resilient enemies. You'll restart at the 
last checkpoint if your character is 
defeated, but your Al support charac- 
ters will regenerate automatically if 
they go down—an inconsistent but 
useful cheat that ensures success in 
tough situations. You can get help 
from animals in the form of touch- 
screen-triggered special moves. Also 
of assistance is a lower-screen map 
(which is not available in dungeons) 
and a point system that allows you to 
increase your party members’ abili- 
ties. If you don’t mind manotonous 
dungeon-hacking, you'll find the RPG 
elements and use of the DS's features 
rewarding. —GEorce S. 
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FROM RUSSIA 
WITH LOVE 


PLATFORM: NINTENOO GAMECUBE 
PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EA REDWOOD SHORES 
ESRB: TEEN 


At first glance, adapting a 
classic movie to film seems like 
a good move. Not only are the 
characters, location and plot 
already determined, but the 
question of whether the audi- 
ence will ike these compo- 
nents has already been 
answered. But it’s not that 
easy—movies and video games 
are different enough that you 
have to make some huge 
adjustments to make a video 
game fun, 

From Russia with Love is ina 
lot of ways faithful to the origi- 
hal movie, including many of 
the same scenes and people. 
Unfortunately, this association 
sometimes holds the game 
back in places where it could 
have been much better. It 
might be OK for a movie to 
show the same location over 
and over, but as a video game, 
the repetition 
gets old. 
Driving around 
in Istanbul is 
particularly 
dull the third 
time you do it. 
The game also 
feels too short— 
a side effect of 
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being tied to the plot of a two- 
hour movie. 

Quite surprisingly, the core 
gameplay mechanics are also 
not as good as one would 
expect. Although it’s built on 
the same game engine as the 
excellent 007: Everything or 
Nothing, From Russia with Love 
actually regresses in some 
ways. The precision targeting 
system from Everything or 
Nothing was superior, as was 
the fluid weapon selection. 

The graphics are still top- 
notch, particularly the charac- 
ter modeling. Kudos to the 
developers for nailing Sean 
Connery’s physique and move- 
ment-the flashy, violent hand- 
to-hand moves are particularly 
well-done. And the sound edit- 
ing in the game is noticeably 
great. In one cut-scene, Bond 
scuffles with the main bad guy 
in a train car, and the sounds of 
them colliding with nearby 
tables and walls is spot-on. The 
voice acting is solid, as well. 
Connery’s voice isn’t as strong 
and youthful as it was in 1964, 
though, so sometimes his face 
doesn't quite match his speech. 
—Curis S. 
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TONY HAWK’S 
AMERICAN 
SKSLAND 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER. ACTIVISION 
DEVELOPER VICARIOUS VISIONS 
ESRB: EVERYONE 


After spending some time with 
Tony Hawk's American Sk8land, you 
realize that if you've played one 
Hawk game on the GBA, you've 
played them all. Sk8land marks the 
Birdman’s sixth time out on the small 
screen, and it contains all of the 
things that this series is known for— 
for better or for worse. The controis 
are what you'd expect from a Hawk 
title, and visually the game looks tike 
an upgrade from the previous THUG 
titles. Where Sk8land fails flat, how- 
ever, is in the overall park designs. 
The wide-open levels are harder to 
navigate than those of any previous 
Hawk title. You'll probably wish you 
had an onscreen map ala the GCN 
and DS versions, but no dice. This 
game brings nothing worth mention- 
ing to the franchise, and almost feels 
like a step backward. —Pere M. 


ALSO THIS MONTH 


Peter Jackson’s King Kong 
(GCN/DS) plots the story of the 
famous ape in both first- and third- 
person perspectives. The 2-D title 
Kong: The 8th Wonder of the World 
(GBA) covers the same ground. 
Expect Kong-sized reviews of the 
Ubisoft titles next month, along with 
a review of Activision’s WWII epic Call 
of Duty 2: Big Red One (GCN)... . 
Adding to the GCN and DS versions of 
Buena Vista’s The Chronicles of 
Narnia: The Lion, the Witch and 


ATV (08) 


the Wardrobe, the Pevensie siblings 
score a hat trick with the GBA itera- 
tion of their tale. . .. Mr. Incredible 
and Frozone go underground with a 
2-D GBA telling of The Incredibles: 
Rise of the Underminer from THQ... 
. Majesco's ATV Quad Frenzy (DS) 
lets you four-wheel over hills, dales 
and snow drifts. .. . If four wheels are 
14 too few for you, Big Mutha 
Truckers (DS) from Destination is 
the road trip you’re looking for.... 
Reprising tracks from previous 
Burnout racing titles, Burnout 
Legends (DS) from EA backfires due 
to poor play control and sloppy nit 
detection. ... Sanrio’s iconic feline 
gets Martha-Stewart-obsessive with 
decorations and food preparation in 
Hello Kitty: Happy Party Pals 
(GBA) from THQ.... With more wild 
‘dos than a Carrot Top convention, 
Ubisoft's Trollz: Hair Affair (GBA) 
offers side-scrolling action and 
minigames. .., Bad fairies are run- 
ning amok in Timmy Turner's latest, 
The Fairly OddParents!: Clash with 
the Anti-World (GBA) from THO... 
In Crave's Sky Dancers (GBA), good 
fairies float over snakes and garden 
gnomes. ... Snood 2; On Vacation 
(DS/GBA) from Destination offers 
puzzle-piece-matching play with 
famous landmarks in the background. 
... Determine who is the fairest in the 
land by using elbow drops and head- 
locks in Activision's Shrek 
SuperSlam (GCN/DS/GBA).... 
Penny Proud hip-hops through six 
environments while engaging in 
dance and DJ minigames in Disney's 
The Proud Family (GBA) from 
Buena Vista Games. ... They march, 
they slide and they hatch harebrained 
schemes; Madagascar’s penguins are 
back in Madagascar: Operation 
Penguin (GBA) from Activision. ... 
And who let the Dogz (GBA) out? 
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Made from High Fired Ceramic, Includes'a Songbook / Tutorial 
with siguple Guyer notation, for many songs and fancy tricks 
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weet Potato Ocarina 


6 holes (octave + 4), includes Fx 
plus Songbook 1/Tutorial/Se 


Raku Pendant Ocarina 
(with necklace and song $24.95 
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Man (GCN), Tony Haw! 


Wasteland (GCN), Trauma Ce 
Knife (DS), Metroid Prime Pinb: 


Gunstar Super Heroes 


NINTENDO. 
‘AuiEN Homan 65 
ANIMANIACS THE GREAT 

Eocar HUNT 30 
Baten Katros> EVERNAG 

WINGS ANO THE Lost OCEAN 9.0 
BATMAN BEGiNs 65 
BATTALION Wars 8S 
Braz. Rock ANGEL N/A 
CABELA'S BIG GAME HUNTER 

2005 AOVENTURES 45 
Cantca’s Ouroo0n ApvenruRes 65 
Cau oF Oury: Finest Hour 70 
CHARLIE ANO THE CHOCOLATE FACTORY 2.5 
(CHICKEN LITTLE 6.0 
CRASH TAG TEAM RACING 70 
DANce DaNce REVOLUTION: MARIO MIX 7.5 
Bicimon WoRLo 4 70 
Donxey Kons JUNGte Bear 90 
Donkey KoNGA 2 78 
DORA THE ExPLoRER. 

JOURNEY TO THE PURPLE PLANET N/A 
Deacon Batt 2: BuooKal 2 50 
Dracon Batt 2: SAGAS 55 
Fantastic Four 60 
FIFA Soccer 06 9.0 
FIFA Steer 6.0 
Fit Nicht; ROUND 2 80 
Fine Emavem Pati oF RADIANCE 9s 
Froacer: ANcieNr SHADOW 55 
Geist 50 
GOLDENEVE: RaGUE AGERT $5 
Harvest Moon’ 

ANOTHER WONDERFUL LiFE 75 
Hecto Kirty: Rotten Rescue 50 
THE INcReDi@Le HULK 

Ucrimare Destruction 85 
THE IncREDIOGES” 

Rist OF THE UNDERMINER 7S 
Inretuvision Lives! 3.0 
INTERNATIONAL GOLF AND TENNIS 30 
Kins Next Ooo 

Openavion VIDEOGAME. N/A 
Kner 7 85 
Kine Aernur As 
KniGHrs OF THE TempLe 5.0 
Leco Sran WaRs 65 
Lemony Swaicker’s A SERIES 

‘OF UNFORTUNATE EVENTS 70 
THE Logo OF THE RINGS 

THE THIRD AGE 65 
MADAGASCAR 60 
MADDEN NFL 06 90 
Mario Paery 6 7s 
Mario Power Tennis 70 
Manto Supeastar BASEBALL 9.0 
MARK DAVIS, PROBASS CHALLENGE = 5.0 
Manvel Nemesis. 

Rise OF THE lMPERFECTS 70 
MMC Groove, DaNceceazt 5.0 
Moat of Honor 

European Assautr 80 
Merrow Prime 2 Ectors 95 
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Ignition 


NAMCO 
Etecrromic Arts 
NINTENDO: 

THQ 


Activision 
Activision 
Activision 
Guowac STAR 
BUENA Vista 
VU Games 
Ninrenbo 
Banpat 
Ninrenpo 
NinrenDo 


GLoBat STAR 
ATARI 
AYAR 
Act 
ELectRonic ARIS 


On 


EvectRomic ARTS 
Evectronic Arts 
Ninrenoo 
Konami 
Newrenoo 
ELectRowic ARIS 


NarsuME 
NAMCO 


YU Games. 


THQ 
Crave 
JonrTion 


GtowaL Stak 
Capcom 
Konami 
AspYR 
E1005 


ACTIVISION 


EvectRonic ARTS 
ACTIVISION 
EvectRonic ARTs 
Nuwrenno 
Newtenoo 
Nintenoo 
NATSUME 


EvectRonic Ars 
Map Care 


ELECTRONIC ARTS 
‘NINTENDO 
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ter: Under the 
all (DS) and 
(GBA). There's some- 
thing for everyone and for every system. 


REVIEWER NOTES 


POKEMON EMERALD 


Gamers might still turn up 
their noses at Pokémon 
games, but few can deny the 
quality of Pokémon Emerald’s 
play mechanics and story. And 
few games can pack in as 
many hours of gameplay as 
Emerald does. Sure, the dialog 
can be cheesy, but then again, 
it's a rare RPG that has memo- 
rably great dialog. Curis 5. 


>DIG DUG DIGGING 
STRIKE 


British developer Kuju’s sense 
of humor makes the first GCN 
game in Nintendo's Wars series 
witty fun, especially during 
between-mission cinematics, 
and the game's mix of third- 
person direct combat and real- 
time-strategy options keeps 
you battle-ready from mission 
start to mission accomplished. 
The comical behavior of some 
of the units makes them act 
unpredictably at times, but the 
overall playing experience is a 
satisfying new take on war 
gaming. —Georce S. 


>MARIO POWER 
TENNIS 


Mipway ARcaDE TREASURES 2 


MIDWAY ARCADE TREASURES 3 
Mortal Komear’ DEcePrion 
MVP BASEBALL 2005 


NANCO SOTH ANNIVERSARY 
ARCADE COLLECTION 


NBA Live 06 
NBA Street V3 


Neep For SPEED. 
UnpEnsRounn 2 


NFL Staeer 2 

NHL 06 

NicTooNs: Nickroons UNITE! 
One Piece GRAND BATTLE 
PInBALE HALL OF FAME 

TRE POLAR EXPRESS, 

POKEMON XD: GALE OF DARKNESS 


PRINCE OF PeRssa, 
WARRIOR WITHIN 


Rave Master 

Resioenr Evit 4 

Rogors 

SCALER 

ScooBy-Do0!; UNMASKED. 
Sonic Gems COLLECTION 
SPARTAN: TOTAL WARRIOR 
SpyRo: A Hero's Tan 
SSK ON Tour 

Star Fox. ASSAULT 

S¥RIKE FORCE BOWLING 
Tak, THE GREAT Jujt CHALLENGE 


TeewaGe MUTANT NINJA 
Tupries, MUTANT MELEE 


Ticer Wooos PGA Tour 06 
TumeSPLirrers FuTURe PERFECT 
Tom Ciancy’s GHost RECON 2 


Tom Cancy’s SPLINTER CeuL 
CHAOS THEORY 


Tony HAWK'S AMERICAN WASTELAND. 


Ty THE TASMANIAN TIGER. 
NIGHT OF THE QUINKAN, 


ULTIMATE SPIDER-MAN 
Te Unaz: Sims 1n THe City 
Viewerirut Joe 2 

Virtua Quest 

WorLo SeRies of Poxtr 
WWE, DAY OF RECKONING 2 


X-Men LeGenos Il 
Rise OF APOCALYPSE 


TATCK BELL! MAMO00 BATTLES 


AovANce WaRs, DUAL STRIKE 
AspHatt URBAN GT 
BomBERMAN 

CASTLEVANIA, DAWN oF SORROW 
1G Dus Oissins StRIKE 

Fee THE MAGIC XY/XX 

FIFA Soccer 06 

Froscer: Heimer CHans 
Foro Racin 3 

Fraccer: Hecmer Caos 
GoLoenEve Roave AGENT 
Kris PosstoLe KIMMUNICATOR 
Kiray Canvas Curse 

Lost In BLUE 
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For months now, we've been running photos of your video 


game collectibles in Community—we decided it was time to show 


you some of our own swag. We asked a handful of coworkers to 
bring in their most prized game-related possession. Not surpris- 
ingly, we got some pretty strange stuff. 


By Andy Myers 


WHO ARE YOU? 
You may recognize this Mario mask from the 
Nintendo “Who Are You?” ads. Nintendo Power 
business director Casey Pelkey keeps one of the 
masks in his office, atap his massive collection of 
Nintendo figurines. (His four rarest figurines are 
featured at the top of this page.) 


__ ‘Ninzenoo Power 


SLIGHTLY OBSESSED 
NP newb Chris Hoffman’s collection of Mega Man 


toys is always frighteningly tidy. He has more than 
20 figures from his favorite game series in a shrine- 
like formation on his desk, the centerpiece of which 
is a framed drawing (created especially for Chris at 
E3 2003) by Mega Man creator Keiji Inafune. 


AHHHH! MY EAR!!! 

At a Neversoft press event in which the developer 
revealed western-themed game Gun (reviewed In 
this issue) to the world, | received a complimentary 
Gun-branded severed ear. 


NP REPRESENT! 
Classic gamer 

extraordinaire 

Pete Michaud is 
seen here holding 
the June/July 1988 

issue of Nintendo Fun 

Club News (the predec: ) Nintendo Power), as 
well as an old pack of Mario napkins. Note the 
mailing label on Pete’s magazine—-he was only 
eight years old when it came out 


FULL STACK 
You may have played Gyromite using the NES 
R.0.B, accessory, but Stack-Up (the only other 


game to utilize R.0.B.) is much harder to come by. | 


brought in my copy of the game, complete with all 
its original accessories. 


HEAD GEAR 

The Slippy cap (Star Fox) and Moogle beanie (Final 
Fantasy) shown above are often worn around the 
NP office, usually when someone loses a bet. 


® 


YOU MUST WHIP IT 

NP writer Chris Shepperd keeps his Castlevania 
whip (which he received from Konami as a promo- 
tional item for Castlevania: Dawn of Sorrow) handy 
far motivating his coworkers to toil harder. He’s 
cracked the whip so many times that the tip broke 
off (true story). 


LEGENDARY SCROLL 

Fewer than 400 of these ama: 
Legend of Zelda: The Wind Vi 

them is ed by Nintendo emptoyee A.J. Blount 
We won't tell you where A.J. lives 


olls from The 


TREASURE CHEST 
The origin of NSider forum master Andy 
Hartpence's trunk is unknown—a friend of his 


SIGNATURE SWAG 
None of the NP crew members were surprised when 


Steve Thomason brought in his book of C ania 
art signed by Koji Igarashi and his copy of NIGHTS 


into Dreams (for Sega CD) autographed by Yuji Naka. 


one of 


TROPHY ROOM 
The LEGO-based trophy in Dan Owsen's office was 
one of two trophies presented to Sh 
Miyamoto at the Game Developer 
many years back, in honor of h 


work on Ocarina 
of Time, Miyamoto kept one trophy, and gave the 
other to Dan. Why 
honor 


Dan deserving of such an 

It may have something to do with the fact 
that he wrote the English text for the NES title The 
Legend of Zelda back in the day 


METAL WARRIOR 

in 1989, Scott Pelland (NP’s managing editor) wrote 
the English text he NES clas 
Warrior. The gan de 
Scott with two metal fig 
and Metal Slime) to thank him 
game. It is unknown how many 
duced, but they are likely th S 
ed in this article, other than Dan’s Zelda trophy. 


JANUARY 2006, 


Ink to 


- Think About 


We’ve seen some pretty wild game- 
related tattoos, but Tony Etienne’s 
totem pole easily takes the cake. 


Next time your parents cringe 
when you mention getting a 
tattoo, try ta imagine your- 
self with a tattoo at age 80- 
will you still want the same 
imagery branded on your 
body? In Tony's case, the 
answer Is definitely yes, The 
30-year-old gamer from 
Southern California put a lot 
of thought and time into 
designing his first tattoo, 
which represents his history 
with video games. “As the 
totem pole tells a story ora 
legend, this tattoo that I've 


got on my leg tells about my 
childhood and my family, 
about me and my brothers 
growing up together,” says 
Etienne. 

When Tony was ready to 
get the tattoo, he hired West 
Hollywood tattoo artist Dan 
Sartor to do the honors, The 
ordeal lasted more than five 
hours—for Tony, it was worth 
every second. “I'm not going 
to lie to you—hell yes, it hurt. 
It hurt a lot, but it was a very 
interesting experience.” 
—Anpy M. 


Classic 


Threads 


A few months back, we put a call out 


to readers to send us their cosplay 
photos—the response was over- 
whelming. Here’s a small sample of 
the many photos we’ve received so 
far. Keep ‘em coming! 


Halloween has come and 
gone, but for many Nintendo 
fans, wearing costumes Is a 
year-round affair, Nintendo 
cosplayers are a diverse 
bunch. Some spend months 
creating maticulous cos- 
tumes from scratch, while 
others are content repurpos- 
ing old clothes, as long as the 
spirit is right. To the right are 
photos of three of the 
coolest costumes we've seen 


NINTENDO POWER. 


recently. Starting with the 
top-left image and moving 
counterclockwise: 

1. Joshua Fischer dresses up 
as Mario (pretty impressive 


costume for a nine-year-old!). 


2. Jen Lockhart poses ina 
beautiful Priscilla costume 
from Fire Emblem. 

3. Jen’s sister Tifa Lockhart 
shows off her threads as Lyn 
from Fire €mblem. 

—Anpy M. 


The triforce is at the top, 


and represents the whole 
Zelda series for me. 


Mega Man from Mega 

Man 2—| woutd say it’s 
probably one of the top 
video games of all time. 


The Mario in the design is 
from Super Mario Bros. 2, 
[which] is my favorite 
game of the series. 


Space invaders was the 
first arcade cabinet | ever 
saw, and Frogger and 
Pac-man were important 
in other ways. 


Really, [Pong] was my 
first foray into gaming 
history and culture. 


‘ 


Photo by Greg Downing 


Real World Education 


Game Design & Development 
Bachelor of Science 


VIVA EGS 


It was a three-day fiesta in Mexico City as video game 
fans packed the halls of the Electronic Game Show. 


From October 22-24, gamers ed tickets if they bought a Game Boy Micro. 
filled the Mexico World Trade ame from a legitimate Pokémon also had a huge 
Center to attend thi retail vende presence at the SO big 
before th that it couldn’t be contained 
video game shaw attendees receiv with'n the boundaries of 
exico, and unlike £3 {and access to the games on the Nintendo’ th, In its sec 
virtually eve deo show floor, and they w ond year of having its own 


ern cial t som space, the Pokémon booth 


game show in 


hemisphere), EGS open with Super was Cr J with gamers 
to the public over the Mario Striker S Spe looking to glimpse 
three long days, close t cial games in other booth: XD: Gale of Darkne 
30,000 gar The initiatrve was a big sui as get hands-on demos of the 
if ce ve Op e wait Pokémon Trad ard Game. aad A 
2d in line e io play To really add to the mayhem ee . 
Nintende Mexico's most popular sport of the Pokemon booth, hosts 
unbelievably crowder 


4 for tk Nintendo enlisted the help 
duration of the event. Mario f 
Kart DS, Animal Cros: 
Wild World and Nintenc 


cess for Nintendo and the 


‘0 game indus 


> r Animation 
their hands on. Bark-mode complete w and or forth Computer Animatio' 
stations w lighting. inside, DDR popularity c game > DigiteisAn: Design 
Nintend nall day increases in Latin Americ 


ect more and more news > Entertaions Business 
> come from great show 
like EGS. —Curis S. 


course ofthe show morethan —_ long, v 
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their Nintendo; brand-nev 
picked up a $p Nintendo DS, 
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Job placement assistance 
Accredited College, ACCSCT. 


Attendees couldn‘t wait to put their 
Pokémon Mystic Ticket to use. 


ONLINE 
i <A : = —— 
FIND HOTSPOTS 


FORTE TEREN of 


website to find a hotspot, 
or just a tasty Quarter Pounder. 
ee 


So you got your copy of Mario Kart, but you're still 
not sure about this Wi-Fi business, Rest assured; 
nintendowifi.com has all the answers. Looking for a 
place to get online? Use the hotspot locator. Wanna 
get your home network up and running? Check out 
the tech support. Everything you need to get con- 
nected is in one place. We promise. 


ARTIST: 
CRYSTALFAIRY12 


SUBJECT: 


Pokémon XD 


Computer-Drawn 
Category 


ARTIST: 
FEU 


SUBJECT: 


Pokemon XD 


Hand-Drawn 
Category 


This month, readers went in more directions than an evolved Eevee 
to show their Pokémon XD creativity. Submit your own masterpieces 
at forums.nintendo.com. 


Custom-Made Avatars ByTin Chan 


a a 
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Sage Reviews 


With all the great reviews coming in, it’s getting hard to 
select the best one! Keep up the awesome work! 


Pokémon XD: Gale of 
Darkness 

reviewed by 

POWER-ON 


XD Follows the events of 
Colosseum, setting you on anoth- 
er quest to cleanse the world of 
evil. You begin with a lone Eevee, 
but your team quickly grows as 
you Snag and Purify Shadow 
Pokémon from your enemies. 

The purification process has been 
sped up greatly by use of the helpful but 
complicated Purify Chamber. The battle sys- 
tem, however, hasn't changed and there is only one Pokémon in the 
game that you can’t catch in any of the other games. The addition 
of the wild Pokémon for you to catch is a step in the right direction 
for the console game, but doesn’t come close to what is in the 
handheld games. 

Along with new, frightening locations and just as frightening 
people, many of the familiar places and people from Pokémon 
Colosseum look more beautiful than ever. Also, many of the 
Trainers now have as many animations as the Pokémon them- 
selves, which still look gorgeous on your TV screen. 

You either like Pokémon or you don’t, and this game might not be 
enough to change your mind either way. Overall if you aren't really 
a Pokémon fan and have played Colosseum before, then this game 
may not be for you. But if you are a big fan of the series and want a 
tough challenge, then this game is worth a chance. 


Excerpts from Other Sage Reviews 


Mr. Driller: Orill Spirits 

“The game graphics are like a GBA game—they don’t really push the DS. 
console. The use of the touch screen is minimal and is used only for basic 
things. “—LEAFBALL 


Marvel Nemesis: Rise of the Imperfects (GCN) 

“The piot is a pretty interesting one, but it’s very hard to understand 
through the use of mediocre cutscenes, and only a few videos show the sto- 
ties of the new Imperfects.” HENSHIN! 


What’s a Sage? 

Sages are members of the NSider online community that are put through the 
wringer and hand-picked by Nintendo. They get tons of special privileges, including 
opportunities to review games for Nintendo Power magazine. 


A Global Community 

As the world gears up for the Nintendo Wi-Fi Connection, we're getting anxious to 
see what you think of 24/7 multiplayer gaming. Send us your opinions, anecdotes 
and philosophical waxings—we'll choose the best of them for an upcoming issue of 
Nintendo Power. 

community@nintendopower.com 
pokemon_community@nintendopower.com 
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Long before Wi-Fi, Nintendo was creating 
innovative ways for gamers to play together. 
This month's quiz celebrates some memo- 
rable moments in the history of multiplayer 
gaming. Visit nintendopower.com/quiz 
for the answers today, or wait for your 
next issue. 


1 What was the first Nintendo home console that 
came with four controller ports? 

a, Nintendo Entertainment System 

b. Super NES. 

¢.N64 

d. Nintendo GameCube 


which of these characters was unlockable 
in the N64 brawler Super Smash Bros.? 


€. FOX 


b. Kirby 


a. Ness 


3 The first four-player game for the original 
Game Boy came bundled with a four-player link 
cable. What was the name of the game? 

a. V-Rally 

b, F-1 Race 

c. Gauntlet Il 

d. Alleyway 


4 Of the multiplayer GCN titles below, which did 
not require each player to connect a Game Boy 
Advance to the GCN for use as a controller? 

a. Final Fantasy: Crystal Chronicles 

b. Pac-Man Vs. 

c. The Legend of Zelda: Four Swords Adventures 

d. Baldur's Gate: Dark Alliance 


Which Mario Kart game allowed players to 
control a driver and a passenger? 

a. Mario Kart: Super Circuit 
b. Mario Kart 64 

¢. Mario Kart: Double Dash! 
d, Super Mario Kart 


PIRELPERFECT 


NAME THAT 
SCREENSHOT 


This game did wonders for multiplayer 
gaming, blurring the lines between coop- 
eration and competition. Can you identify 
the game that had players loving each 
other one minute and hating each other 
the next? 


6 What popular action-RPG for Super NES sup- 
ported three-player co-op mode? 

a. The Legend of Zelda: A Link to the Past 

b. Lufia II; Rise of the Sinistrals 

¢. Secret of Mana 


7 What NES peripheral allowed players to con- 
nect four controllers to their NES and used 
infrared technology? 

a. NES Four Score 

b. NES Advantage 

c. NES Satellite 

d. NES Max 


8 Name the Japan-only four-player fighting game 
that features Solid Snake and Optimus Prime as 
playable characters. 

a. Soul Fighter 

b. Dream Mix TY: World Fighters 

c, Jump Superstars 


9 Which SNES Final Fantasy game listed below 
includes a multiplayer mode? 

a. Final Fantasy If 

b. Final Fantasy Ul 

c. Final Fantasy: Mystic Quest 


LAST MONTH'S FEATURE: — 
EARTHBOUND (SNES) 


1 Which of these characters is not 
playable in Super Mario 64 DS? 


As 


c. Toad 


— 


b. Wario 


a. Luigi 


11 What is the name of the SNES multiplayer 
adapter that was created by Hudson Soft to 
coincide with its release of Super Bomberman, 
and was compatible with dozens of other four- 
and five-player SNES titles? 

a. Super Link 

b. Super Satellite 

c. Super Multitap 


12 which of these franchises has not been the 
subject of a party game? 

a, Mario 

b. Pac-Man 

c. Sonic 

d. Resident Evil 


Last month’s answers: 1: d, 2: b, 3: a, 4: c, 5:¢, 6: a, 7: b, 8: a, 9: , 10: c (eff), la 
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SPECIAL OFFER 


MY NINTENDO MEMBERS ONLY 


What's better than the all-new 
Nintendo Power? Getting it for free. 
Register three products in your My 
Nintendo account and get three free 
issues of Nintendo Power! We're con- 
vinced you'll love Power's new look 
and approach to gaming. After the trial 
period, nab a year's subscription of the 
best information on Nintendo for only 
$12 U.S. That's $1 an issue! You can’t 
beat that! If you're not a My Nintendo 
member, go to www.mynintendo.com 


to sign up. 


GET YOUR PRODUCTS REGISTERED 
AND GET YOUR FREE POWER TODAY! 
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February 2006 Vol. 200 


NEXT 
MONT 


Everyone is clamoring for Nintendo Power’s 200th issue. 


Don’t let this guy beat you to it. 


ZOMBIES 
WITH ZIP 


Resident Evil: Deadly Silence is 
approaching the Nintendo DS at surpris- 
ing speed. If we can set it down, we'll 
bring you a first-play preview. 


KING OF THE BOX OFFICE 


As Peter Jackson’s much-anticipated retelling of 
King Kong hits movie theatres, we'll offer a review 
and strategy for the film’s GCN adaptation, 


DRAMATIC RETURN 
One of the first great story-based RPGs 
gets a new life on the GBA as Final 
Fantasy IV. We'll celebrate with an epic 
review and a strategy miniguide. 


DARKNESS KILLS 


~ Our Prince of Persia: The Two Thrones 
strategy will give you a handle on the Dark 
Prince’s Speed Kill maneuver. 
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